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Abstract
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The Antietam Staff Ride® is a computer-driven guide to the battle of
Antietam. It provides the user with a comprehensive, graphical picture of
the major battles fought on 17 September 1862 at Sharpsburg, Maryland. It
uses a simple point-and-click interface and is completely interactive. The
user views the movement of military units on a series of color maps in 30
second to one minute snapshots. The battles may be viewed one frame at a
time or through continuous, animated movement. When viewed one frame
at a time, the user is provided with text description of actions occurring at
that moment. Additionally, short audio and visual cues such as gun fire and
cannon fire are presented to aid in describing the current situation. The
program contains an extensive database on unit locations, movements,
order of battle, and casualties. It also contains scanned color photos of key
leaders and battlefield terrain. A glossary of terms is included and contains
graphic depictions of regimental formations and drill, weapons, artillery
gunnery, etc. The glossary is directly linked to words and terms shown as
italicized text. The user simply points and clicks on the word or term to
access the definition or graphic depiction. The Antietam Staff Ride was
written using the hypermedia authoring application Aldus SuperCard®1. It
runs on any color Apple® Macintosh® computer with a hard disk and eight
megabytes of random access memory (RAM). The title Antietam Staff Ride
is being registred and the application copyrighted by the Omar Bradley
Foundation. Inc. All rights reserved.
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The Antietam Staff Ride®

An Interactive, Computer-Driven Guide to the Battle of Antietam

Introduction

A sower went out to sow his seed: and as he sowed., some fell along
the path. and was trodden under foot. and the birds of the air
devoured it. And some ftell on the rock: and as it grew up. it
withered away. because it had no moisture. And some fell among

thorns: and the thorns grew with it and choked it. And some fell

into good soil and grew. and yielded a hundred fold.">
Luke 8:4

This paper is the user’s guide to the Military Studies Project titled “The
Antietam Staff Ride®.” The purpose of this project is to recreate the
Antietam battle site and events of the battle through the use of computer-
generated graphics and animation.

In the past we studied battles by reading books and analyzing terrain,
unit positioning, and unit movement using maps and terrain walks. We had
to visually piece a battle together based on what we read in the books. saw
on the battle maps. and. if lucky. from actually walking the terrain upon
which the battle was fought. The outcome of these battles resulted from a
series of related events—usually occurring simultaneously. Written accounts
of battles require the reader to mentally piece together a series of events
described one sentence, paragraph, or chapter at a time. Some written
accounts of battles do not provide any maps at all. When maps are
available they are usually placed inconveniently in a book and require the
reader to flip back and forth as he reads.

This project represents a new and innovative way of studying a battle.
It uses the hypermedia authoring system called Aldus SuperCard to
graphically present one of the Civil War's most complicated battles. This
method of presenting information gives the user access to a plethora of




maps. pictures. graphs. photographs, sounds. facts, observations,
interpretations. opinions. and commentaries—all at the same time. The user
can navigate freely through a sea of information, creating his own
pathways. “Hypermedia™ is a more recent concept, based on many of the
advances in computer technology over the past 30 years. Figure 1
illustrates this concept.’

w Text

Graphucs

%

Interactivity

Animation

Your
Macintosh ﬂ

Swmwary

Databases

Figure |. Hypermedia on the Macintosh

We now have personal computers with more memory, calculating speed.
and storage space for information than most people dreamed possible in
the early days of computers. Words are a powerful way to communicate, ~
but they aren’t the only way.

The development of computer applications has always been a difficult,
labor-intensive process. It usually involves two major stages. First you
write the program’s core, the software engine that gives your application
its basic functions. Second, you create the user interface, which in the pre-
Macintosh era required only 10 percent of the development time. But times
have changed, and so have user’s expectations. Some Macintosh developers
estimate that they now spend up to half their time working on the
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interface for an application and the other half working on the application’s
core.*

With software like SuperCard vou don't have to be a trained
programmer. [t uses an easy-to-learn programming language called
SuperTalk. Much of the vocabulary of SuperTalk reads a lot like English.
This allows the developer to .oncentrate more on the content and user
interface than on computer code.5

The technology required to produce an interactive, computer-driven
military battle guide has been available for years—so why wasn’'t one
developed before now? One reason is specialization. Historians studied
history and computer scientists studied programming. The endless hours of
detailed research required to understand and write about a battle left little
time for the historian to learn more than basic word processing on the
computer. Another reason is the lack of software tailored to narrow
applications. Most commercial software tries to appeal to as broad a user
spectrum as possible. Up until now, historians simply haven't had the tools
to use a computer profitably.
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General

“There are only two powers in the world. the sword and the pen:
and 1n the end the former is always conquered by the latter.”6

Napoleon |

In the next few paragraphs, [ will describe how The Antietam Staff Ride
was put together. [ hesitate to say programmed because 50 percent of the
my time was spent in reading and re-reading the accounts of the battle.
Over half the remaining time was spent scanning, enhancing, and coloring
the Antietam battlefield maps.

A small. hand-held scanner was used to scan the maps into the
computer. The painting and drawing tools within SuperCard were used to
enhance and color the maps. An initial scan of a section of map is shown in
Figure 2. This same section of map enhanced and colored with SuperCard is

shown in Figure 3.

Figure 2. Figure 3.
Initial Map Scan Enkanced and Colored Map

The map of Antietam prepared by Brevet Brigadier General N. Michler,
Major of Engineers, in 1867 was used as the base map. However, graphics
representing roads, fences, orchards, woods, grass fields, cornfields, and
plowed fields were based on a reprint of the Cope survey maps prepared in
1863.7 The 1867 Michler map was used as the base map because of its
small scale. Too much resolution was lost when the 1863 Antietam
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battlefield map was scanned and then reduced in scale. Three maps used in
the introduction were scanned from maps in the West Point Civil War Map
Atlas.8

The basic SuperCard building blocks are projects, cards, and windows.
Each card in SuperCard is part of a stack of cards. All information you see
in a SuperCard file, or Project, appears on cards that you view through a
window. Each card has two layers. The first layer is the card laver. This
layer contains all text, graphics. buttons. and other information that are
specific to that card only. The second layer, called the background layer
contains all the card information that is shared with other cards in the
same window. The maps in The Antietam Staff Ride are placed on the
hackground laver. Unit symbols. buttons, text fields, etc. are placed on the
card laver. Figure 4 shows the two layers of a card.?

Animation or the movement of a unit is accomplished by creating a
graphic representing the unit on the card layer of a card. This graphic is
then copied and pasted on a new card layer. After it is pasted to the new
card layer it is moved to a new location. This is repeated until the unit is in
its final position.'0

Background

Figure 4. The Two Layers of a Card
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The most difficult part of animating a battle is determining when to
start a unit moving so that it will arrive at the correct location and at the
correct time. This is fairly straight forward when you have only two or
three brigades. but becomes extremely complicated when there are four
Corps on the battlefield at the same time—each with three or more
divisions. If the resolution is at the brigade level, then you could have up to
36 brigades to maneuver. And, this does not include the artillery batteries.

The Cope maps and the maps in John Priest’s Antietam: The Soldiers’
Bartle were extremely helpful in scripting the animated battle sequences.
The Cope maps show snapshots of unit locations in 15 to 30 minute
intervals. Priest's maps are based on the Cope Maps but provide much
more detail.'"




Conclusions

“One person with a belief is equal 1o a torce of ninety-nine who only
have an interest.™! 2

John Stuart Mill

The potential for applications like The Antietam Staff Ride are unlimited.
Viewed prior to the actual on-the-ground staff ride, it provides an excellent
preparatory study of the battle. Placed on a lightweight, notebook
computer and taken on the actual staff ride. it provides a ready-reference
for confirming unit locations and movements. Present-day and Civil War-
era photographs of the battlefield may be viewed on site to assist in terrain
orientation and appreciation. For those unable to visit the battlefield, it
provides the next best thing to being there.

The computer-driven staff ride provides the means to study those
battles and campaigns too difficult to study using the normal staff ride. The
Battle of Atlanta and Sherman’s march to the sea could easily be recreated
in a computer-driven staff ride. Air and sea campaigns could also be
recreated using this technique.

We are entering a whole new era—the decade of positive change. We
must change the way we develop computer software. We can no longer
afford to spend months defining requirements and rewriting these
requirements into governmental contract language only to have the
programmer misinterpret what we wanted. A product delivered using this
development system is usually difficult to learn and use because the “user”
was not involved in requirements or product development.

Today. ordinary people have access to powerful, easy-to-use computer

technology. Hvpermedia, authoring tools like SuperCard allow the average
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Macintosh user to become a full-fledged programmer. Not only is the
development time significantly reduced. but also the end product is much
more “user-friendly"—software developed by users for users. With software

like SuperCard and hardware like the Macintosh, your only limits will be

the size of your ideas and the degree of your dedication.




Requirements and Installation

Requirements. The Antietam Swaff Ride's minimum requirements are
any color-capable Macintosh with eight megabytes of Random Access
Memory (RAM). The Antietam Staff Ride need at least 6.5 megabytes of
RAM. If you are running System 7. turn off as many of your System
extension as possible. You will also need a hard disk drive with at least ten
megabytes of free space. Your Macintosh also needs to have System 6.05
(or higher) installed. System 7.0 or higher is highly recommended since the
application uses the balloon help feature of System 7. If you do not have an
up-to-date System, you can call your local Macintosh dealer—thev're
licensed to give you one.

Installation. This version of The Antietam Staff Ride comes on six 800 K
floppy disks. Prior to installation turn off any virus detection applications.
To install the application, insert Antietam Disk 1 into your Macintosh. The
window shown in Figure 5 will appear on you desktop.

@ 2 items 785K in disk

g

Antietam Installer ey

2] EELE

Figure 5. Disk 1 of The Antietam Staff Ride

Double-click on the file Antietam Installer. The installer dialog box.
shown in Figure 6, will appear asking you where you want to load the final
segment of the archive. Click on the Eject button to eject Antietam Disk 1.




Siktesssne Ntisise

Please load the FINAL segment of the archive...
 Antietam Disk 1 v |

Antietam Disk 1

[ E'!ect |

| Desktop

[ Cancel

l By

Figure 6. Initial Installer Dialog Box

Now insert Antietam Disk 6. The final file segment of the install set will
appear in the installer dialog box window as shown in Figure 7.

Please load the FINAL segment of the archive...

Antietam Disk 6

! Eject

| Desktop

| Cancel |
[ Load |

Figure 7. Installer Dialog Box Showing Final Install Segment

If the file Antietam Segment 6 is not already selected, then select it and
click on the Load button. The Antietam Disk 6 containing the file Antietam

10




Segment 6 will be ejected. The alert dialog box shown in Figure 8 will
appear asking you to reinsert the Antietam Disk 1.

Y : = .
Please insert the disk:

Antietam Disk 1

Figure 8. Alert Dialog Box

After inserting the Antietam Disk 1, you will be presented with the
selection dialog box shown in Figure 9.

AR A A R XA R A A AR R R AT KRR

Select Destination Folder...

§
§ .
{ Uolume: <> Hard Disk IEE
H 2

Folder: o HEPHE At _ Lnesktop i
O Adobe Photoshop 2.0 f
O Ridus FreeHand 3.1 §

O Aldus Persuasion 2.1 f
O Aldus SuperCard 1.6 § (.Cancel

0O Aldus SuperPaint 3.0 f -m
O HyperCard 2.1 § l
O Microsoft Word 5.0 § | Entract ;

[

%
|
H
§
H
3
g

B3]

3
2
i
i

3
8
H
S

Figure 9. Selection Dialog Box

Navigate to the volume onto which you want The Antietam Staff Ride
installed by clicking on the volume icon. Now navigate to the folder in
which you want the application installed. In the example shown in Figure 9,
the folder named Applications on the volume named Hard Disk has been
selected. Now click on the Extract button and the application will begin
installing. The application used to compress The Antietam Staff Ride into its
install set is called Compact Pro. As Compact Pro extracts the files on the
install set, it displays the progress dialog box shown in Figure 10.

11




Extracting: Antietam Staff Ride
L ]

Files remaining to be extracted: 8

AutoExtractor™ © 1991 Bill Goodman

Compacted by Compact Pro™

Figure 10. Compact Pro Progress Dialog Box

When all the data has been extracted from the installer segment, Antietam
Disk 1 will be ejected and the dialog box shown in Figure 11 will appear.

zxuumw.w.....,.N,,.--w.u...,..,u..u...,..u..wmvm‘....mm.,mo»nw.uo.-uu\“.u““..‘\\u\ A AR ARt s AR
I

Please load

0O Adobe Photoshop 2.0 § < Hard Disk
O Aldus FreeHand 3.1 f
0O Aldus Persuasion 2.1 § L Epuc? |
O Aldus SuperCard 1.6 § [Desktop
O Aldus SuperPaint 3.0 f

O Antietam Staff Ride 1.0 f
O HyperCard 2.1 §

O Microsoft Word 5.0 §

0O MM Director 3.0 §

[@l>

Figure 11. Installer Dialog Box

Insert Antietam Disk 2 and the file Antietam Segment 2 will appear in the
installer dialog box window. Select this file and click the Load button

12
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Starting The Antietam Staff Ride

Start The Antietam Staff Ride by double-clicking on
its icon. The Antietam Staff Ride icon looks like this:

St

Antietam Staff Ride

You can also start The Antietam Staff Ride by
double-clicking on one of the document icons. The
Antietam Staff Ride has three types of documents:
glossary, photographs. and battle maps. The
Antietam Staff Ride document icons look like this:

¥ i

Glossary Photographs Battle Maps

The opening window When you start The
Antietam Staff Ride, the About window appears and
a brief selection from The Battle Hymn of the
Republic plays. The Abour window looks like this:

et 4t £ N N NN b N M N P e N AN

¢t ot et €L R O
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Once the application has loaded into memory, the
Chooser dialog box appears.

Dialog Boxes

A dialog box can present information to you, request
information from you, or both. In most cases, dialog
boxes appear in response either to a command that
you have chosen or to some action that you have
taken. When a dialog box requests information. it
does so by presenting you with options.

Four kinds of options may be found in dialog
boxes:

* Radio buttons Within a group of options
Preferences among which you may select only one, small
sound: @on O ornr )
units: O Build @ Oon't Build round buttons appear before each option name.
Artillery: @ show O Don't show These are called radio buttons. To select or
deselect a radio button, click on the round
button itself or on the name of the option
following the button. Only one radio button
option in a set may be selected at a time:
selecting any one will deselect all others. A set
of radio buttons are usually physically adjacent.
Several sets of radio buttons may appear in a
single dialog box, but only one from each set
may be selected at any one time. A radio button
indicates that an option is selected when the
button is filled black and is deselected when the

button is empty.

» Check boxes Within a group of options among
which you may select any number of

Laserlriter Page Setup

Printer Effects: .

BFont Substitution? alternatives, a small square button appears
B before each option name. This is a check box. To
[JText smoothing? select or deselect a check box, click on the

14
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square before the option name or directly on
the option name itself. If that option was
previously deselected, it will become selected: if
it was selected, the option will become
deselected. Multiple check boxes within a set
may be selected or deselected. A check box
indicates that an option is selected when an x is
displayed and is deselected when the box is
empty.

Option boxes An option for which you must
enter data has one or more option boxes. Most
option boxes contain default data when the
dialog box first appears. When this default data
is selected (highlighted with white characters on
a black background), you can enter new values
from the keyboard and the default data will be
replaced. To select a value in an option box.
double-click on a newly entered value or drag
over the current value. In a dialog box that
contains several option boxes, you can move
from one option box to the next by pressing the
tab key.

Pop-up menu An option that is presented as a
pop-up menu displays only the current option
setting when its dialog box first appears. To
view the list of alternatives for such an option,
you must select the current option (or an icon in
some cases) by pressing and holding down the
mouse button on top of it. This will “pop-up” a
menu displaying the available options. An
option is selected from the pop-up menu by
dragging up or down the listing and releasing
the mouse button when the name of the desired
alternative is highlighted. If an option in a pop-

15




up menu is followed by an ellipsis (...), choosing
it will bring up yet another dialog box, which
contains additional options.

Once you have finished entering. selecting. and
choosing options, you may exit a dialog box by
clicking on buttons. The most common buttons are
the OK and Cancel buttons. Buttons ma:. also serve

as commands when they are placed within dialog
boxes, where they are used to indicate an action or
bring up another dialog box.

Dialog boxes that do not request information are

known as alert boxes, since their purpose is to alert
This project requires

supercard version 1.5 ] you of some fact. Some alert boxes alert you of the
or fater.

consequences of the action you are about to take
and allow you to abort that action. Others inform
you of some event that has already happened.
allowing you only to acknowledge that you are
aware of the event.

You will notice that an option, command. or menu
is sometimes dimmed. A dimmed item indicates that
it has no effect on a certain situation. Dimmed items
cannot be chosen or selected.

Chooser Dialog Box

The first window to appear after the About window
contains the Chooser dialog box. This dialog box
contains three buttons: Instructions, Introduction.
and Battle Map. If you are not familiar with the
Macintosh interface, click on the [nstructions button
and you will be presented with a tutorial on how to
navigate through this application. (See Appendix A -
“SuperCard Scripts for The Antietam Staff Ride™ to

16
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view the program’s code.) For a description of the
events leading up the battle, click on the
Introduction button. (See Appendix B -
“Introduction to the Battle” to view the four maps
and narrative contained in the [ntroduction.) Once
you finish the introduction, you will go to the Bartle
Map. To go directly to the battle map, click on the
Battle Map button.

"The Chooser dialog box looks like this:

17
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Rbout Antietam...
Help...

Menus and Commands

The following describes the menus and commands
available when the Battle Map is displayed.
Keyboard equivalents are listed in parentheses
whenever applicable. The Battle Map and its menu
bar look like this:

L psﬁrapntcs Control
nntieta Statf Ride

p ik

The Apple (&) menu

The Apple menu behaves exactly as 't does within
all other Macintosh applications and at the Finder.
You have access to all desk accessories currently
available to your System file. When running under
MultiFinder with System 6.x.x, your Apple menu also
contains a list of other applications currently
running. Choosing any one of these applications will

18
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Editor Pallet

Print Map... %P
Print Window...
Print Selection...
Preferences...
quit... %0

bring it forward as the active application and send
The Antietam Staff Ride to the backgrouna.

About Antietam... Choose this command to
display the same startup window that is displayved
when launching the application. To close this
window, click anywhere on the window.

Help... Choose this command to access The
Antietam Staff Ride on-line help system. This allows
you to access information about menus and
commands without leaving the application.

The File menu

As in most Macintosh applications, The Antietam
Staff Ride File menu controls document-level
activities, including the editing, setting preferences.
and printing maps.

Editor Pallet... The Editor Pallet command brings
up the SuperCard Runtime Editor floating pallet. This
pallet contains the menus available in the SuperCard
Runtime Editor. The Runtime Editor allows you to
make changes to The Antietam Staff Ride while 1t is
running and immediately see the consequences of
your editing. (See page 81 of the SuperCard
Addendum 1.5.)

Print Map... (8-P) The Print Map command
prints the current map of the current window. If the
map is larger than the paper size in your printer,
the map will be printed a section at a time on as
many sheets of paper as necessary. You can then fit
together the pieces of paper as though they were
tiles of a larger picture.

19
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Print Window... The Print Window command
every card of the active window.

Print Selection... The Print Selection command
allows you to select a portion of a map or card for
printing. After choosing this command, your cursor
will change to a cross hair. Place the cross hair at the
upper left-hand corner of the area to be printed.
press down on the mouse button, and drag to the
bottom right-hand corner. After you release the
mouse button, the area selected will be sent to the
printer.

Preferences... The Preferences command brings
up the Preferences dialog box which allows you to
control the manner information is presented. Audio
battle cues such as cannon and rifle fire can be
turned on or off by selecting either the On or Off
Sound radio button. Units may be displayed then
hidden or remain on the map as subsequent units
are displayed by selecting either the Builds or Don't
Build Unit radio button. Divisional artillery may be
displayed or remain hidden by selecting either the
Show or Don't Show Artillery radio button.

The Preferences dialog box looks like this:

Preferences

# ;
sound: @ On Qooft
Units: O Build @ Don’t Buiid

Artillery: @ Show QO Don’'t Show

/“
N 2
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Quit (8-Q) The Quit command exits the Antietam
Staff Ride application, closing all open windows.

o | The Edit menu
tndo k¥4

Most of the commands in the Edit menu will be
Cut N . . .
c:,g %C familiar to you if you have worked in other

Paste 1) . . .
Clear Macintosh applications.
Select /i %A

to the previous operation performed. The Undo
command will be dimmed if the last operation
cannot be undone.

Cut (¥-R) The Cut command deletes one or
more selected objects and stores them on the
Macintosh Clipboard, replacing the Clipboard’s
previous contents. If no object is selected, the Cut
command is dimmed.

Copy (8-C) The Copy command makes a copy of
one or more selected objects and stores them in the
Macintosh Clipboard, replacing the Clipboard’s
previous contents. If no object is selected, the Copy
command is dimmed.

Paste (¥-U) The Paste command makes a copy
of the items in the Macintosh Clipboard and places
them on the current card in the current window. If
the Clipboard is empty, the Paste command is
dimmed.

Clear (delete, backspace, or clear) The Clear
command deletes one or more selected objects, but
does so without placing them in the Clipboard or
disturbing the Clipboard’'s contents. If no object is
selected, the Clear command is dimmed.
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Select All (38-A) The Select All command selects
every object on the current card of the current
window.

Show Clipboard The Show Clipboard command
opens the Clipboard widow and displays the
contents of the Clipboard.

The Play menu

Hooker's Attack » -
Hood's Caunterattackh The Play menu allows you to select and view
Sedgwick’s Attack D animated replays of the Battle of Antietam. The
French’s Rttack > .. . . .
The 8ioody Lane > battle has been divided into eight parts: Hooker's
Piper Farm ) ’ L
Cheist's Attack > Attack, Hood’s Counterattack, Sedgwick’'s Attack.
Burnside’s Attack ) French's Attack, The Bloody Lane, Piper Farm,
A.P. HUIP's Rttack D . s .
Christ’s Attack, Burnside's Attack, and A.P. Hill's

Attack. This version covers Hooker's attack and
Hood’s counterattack. Follow-on versions will
include the remaining battles and situations. A
hierarchical menu will appear when you select one
of the Play menu items. Each hierarchical menu
contains a situation and several time period menu
items.

Situation... This menu item brings up a
battlefield map and a dialog box. Information on the
situation and disposition of units prior
to this particular engagement is
Situation... presented through a sequence of

Hood's Counterattackp| 5:45 to 6:00 M . ) .
Sedgwick’s Attack D overlays and narrative text. A narrative
French's Attack D] 6:45 to 7:08 AM . £ h 1 . d

The Sioody Lane »l 7:80 to 7:15 am Cxplanatlon of each overiay s presente

Piper Farm > in the dialog box each time the Next

Christ’s Attack » R _

Surnside’s Attack D button is clicked. Click on the Back

AP WIPs Attack  » button to return to the previous overlay

and narrative explanation.
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Towns
Roads
farms
Bridges
Churches
tndustry
Woods
Fords

CSA Infantry Units
CSA Artillery Units

USR Infantry Units
USA Artillery Units

CSA infantry Units
CSA Artittery Units

USR Infantry Units
USA Artillery Units

CSR Casualties
USA Casualties

CSA Leaders [ ]
USA Leaders »

CSR Order of Battie
USR Order of Battie

Notes
Bidliagraphy

Sharpsburg - Sep 17
Cornfield

Harper's Ferry - Sep 135
Harper’s Ferry - Sep 16
Narper's Ferry - Sep 17

5:45 to 6:00 Each of the eight engagements
listed is further divided into 15 to 30 minute
segments. If you select the Situation menu item first,
you may transition through each of the time
segments. You also have the option of selecting a
particular time segment.

The Labels menu

The commands of the Labels menu toggle the
display of Battle Map label overlays. These label
overlays include the names of towns, roads, farms.
bridges. churches, industry, woods, fords, and CSA
and USA infantry and artillery units. A check mark
appears before each overlay that is currently
displayed. The Hide All command hides all currently
displayed label overlays.

The Units menu

The commands of the Units menu toggle the display
of CSA and USA infantry and artillery units. A check
mark appears before each unit that is currently
displayed. The Hide All command hides all currently
displayed unit overlays.

The View menu

The commands of the View menu affect the display
of battle casualty data, pictures of key leaders, order
of battle data, notes, and the bibliography. A
hierarchical menu pops up displaying the names of
the key leaders when either the USA Leaders or CSA
Leaders menu items are selected.

The Maps menu

The commands of Maps menu affect the display of
the situation at Harper's Ferry on September 15, 16,
and 17: the situation at Sharpsburg at dawn on
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Map Legend
Photo Markers
Narrative Balloons

September 17; and a map of the area around the
Cornfield.

The Graphics menu

The commands of the Graphics menu affect the
display of the map legend, photograph markers. and
narrative balloons. The Map Legend menu item
displays the graphics used on the maps to represent
cover, roads, and fences. The map legend is shown in
Appendix F. The Photo Markers menu item displays
small white arrows on the current map. These
arrows indicate the location and direction of view
for a color photograph. To bring up the photograph.
simply click on the arrow. The Narrative Balloons
menu item displays small white balloons on the
current map. These balloons indicate human interest
stories that occurred at this location. To bring up the
narrative, click on the balloon.
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Battle Map

This section explains the use of the Battle Map
menus and provides examples of the data available
through use of these menus commands. Prior to
viewing the animated battle, the user may access a
situation brief for each of the phases listed in the
Play menu. For example, to view the situation brief
for Hooker's attack choose the Hooker’s Attack
command from the Play menu and a submenu is
displayed at the right edge of the Hooker's Attack
command. Continue holding the mouse button and
drag the pointer to the submenu command Situation.
Once the submenu command Situation is highlighted
release the mouse button and the first situation
narrative window will be displayed.

Situation...

5:45 to 6:00 AM
6:00 to 6:45 AM
6:45 to 7:00 AM
7:08 to 7:15 AM

Hooker's Rltack

Hood’s Counterattackp
Sedgwick’s Attack
french’s Attack
The Bioody Lane
Piper Farm
Christ’s Attack
Burnside’s Attack
R.7. HilP’'s Attack

vVeVveevVvwe

This window can be positioned anywhere on the
screen by clicking on the shaded bar at the top of
the window and dragging the window to a new
position. To view the next narrative card, click the
Next button. A new overlay or short animation is
displayed with each new narrative card. To go back
to the previous narrative and overlay, click on the
Back button. The sequence of screen snapshots in
Appendix C shows part of the situation brief for
Hooker’s Attack.
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Sound
Control

After the last situation narrative and overlay. you
zoom to a small-scale battle map for the animated
replay. When the small-scale battle map opens. the
Battle Map is moved to the background of the screen
and its menu is hidden. The first 10 map overlays in
the animated sequence of Hooker's Attack is shown
in Appendix D.

Navigator Palette

Control of the battle animation is done using the
Navigator Palette. The Navigator Palette looks like
this:

Back

Rewind Step Stop Step Play

Grappler

Battle Narrative Balloon Done
Time Balloons Help

Sound Button If the sound waves are visible on the
speaker, audio cues such as rifle and cannon fire will
be played through the Macintosh stereo speakers. To
turn the sound off, click once on the speaker and the
sound waves will disappear. Click once again and the
sound waves will reappear.

Rewind Button Click on the Rewind button to return
to the first overlay in the animated sequence.

Back Step Button Click on the Back Step button to
step back to the previous overlay.
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Stop Button Click on the Stop button to stop the
animated sequence.

Step Button  Click on the Step button to step through
the animated sequence one frame at a time. When
stepping through the animated battle sequence, a
dialog box is presented for each overlay describing
the events taking place.

Play Button Click on the Play button view the
animated movement of units at approximately one
frame a second.

Grabbler The Grabbler is used to scroll the map.
Click on the Grabbler and your cursor will change to
a small open hand. Click on the map and drag in the
direction you want the map to move.

Done Button Click on the Done button to return to

Time: 05:45:20

the large-scale Battle Map.

Balloon Help Click on the Balloon Help button to

turn on System 7 balloon help. Once balloon help is
on, when you place the cursor over any of the
buttons on the Navigator Palette, a small balloon will
pop up with a description of the button.

Narrative Balloons Click on the Narrative Balloons
button to display small narrative balloons on the

map. When clicked on, these balloons bring up a

narrative concerning an event which took place at
this point on the battlefield.

Battle Time The time displayed is the approximate
battle time.
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CSA Casuaities |
USA Casuaities

CSA Leaders

Battle Leaders

This user can view scanned photographs or
paintings of the key leaders of the battle by using
the View menu. For example, to display the
photograph of Major General McCellan, choose the
USA Leaders command from the View menu and a

M6 Ambrose E. Burnside
86 William H. French

86 John Gidbbon

MG Joseph Hooker

M6 Joseph Mansfield

|

submenu is displayed. Continue holding
the mouse button down and drag the
pointer to the submenu command MG
George B. McCellan. Once the submenu
command MG George B. McCellan is
highlighted, release the mouse button
and the photograph will appear.

e B. Mcelellan =———————
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Order of Battle

You can access order of battle data two different

ways. The first way is by clicking on a unit shown
I on the Battle Map. For example, when the unit
labeled Hartsuff is clicked on, the unit data dialog
box shown in figure 12 appears.

Commander: Brig. Gen. George L. Hartsuff CD
Unit: 3rd Brigade, 2nd Division, | Corps (D
Strength: 1000

Figure 12. Unit Data Dialog Box

As the dialog box shows, Hartsuff is the commander
of the Ist Brigade, 2nd Division, I Corps. If you click
and hold the mouse down on the small balloon on
the right side of the dialog box, the subordinate
units of this brigade are displayed. When you let up
on the mouse, the subordinate units are hidden. The
subordinate unit data for Hartsuff's Brigade is
shown in figure 13.

gade, Second Division

12th Massachusetts 11th Pennsylvania
83d New York (9th Militia) 13th Massachusetts

BV

E————,

Figure 13. Subordinate Unit Data Displayed
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CSA Casualties
USRA Casualties

CSA Leaders
USA Leaders

(SA Order of Battie
USA Qrder of Battie l

The second way to access order of battle data is to
choose either the CSA Order of Battle or USA Order of
Battle command from the View menu. For example. if
you choose the CSA Order of Battle command the
window shown in figure 14 is displayed. The
diagram in the window shows the subordinate corps.
reserve artillery, and cavalry of the Army of
Northern Virginia. Click on any of the subordinate
unit names to view their order of battle diagram.
The order battle charts go down to battalion level
for infantry units and battery level for artillery
units. See Appendix E for order of battle examples.

Figure 14. CSA Order of Battle
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Battle Casualties

Casualties for the USA and CSA can be viewed by
choosing either the CSA Casualties or USA Casualties
commands from the View menu. The USA casualty
Chart in figure 15 is displayed when USA Casualties
is selected from the View menu.

= USA Casualties = _

Unit Commander|Present| Engd | KIA | WIA | MIA | Total [Percent

| Corps |Hooker 14856
Doubleday 3425 | 140] 638 34 812 23.7
Ricketts 3158 | 172]| 946 86 | 1204| 38.1
Meade 2855 | 185] 466 2 573| 20.1

il Corps |Summer 18813
Richardson 4029 | 210| 942 16 | 1168] 29.0
Sedgwick 5437 | 3773|1593 | 244 | 22108| 40.6
French 5740 | 33111498 | 151 1988 34.5

U Corps |Porter 12930
Sykes 2274 17 90 2 109 4.8

Ul Corps | Franklin 12300
Slocum (Unk) 6] S8 2 66| (Unk)
Smith 2585 66| 277 31 374} 14.5

IH Corps |Cox 13819
Willcox 3248 62| 327 7 396! 12.2
Sturgis 3254 | 136| 532 1 679 20.9
Rodman 2914 | 225| 821 | 148 | 1194| 41.0
Scammon 3154 36| 192 27 255 8.1

H11 Corps|Mansfield 10126
Williams 4735 | 1608| 863 | 135 ] 1158 24.5
Greene 2504 | 111 S15 ] 114 7408| 29.6
Cavairy 4320 | 4320 7 23 8 30 0.7
87164 {53632 |2157|9717 18089 {12882 24.0

(_Done |

Figure 15. Summary of USA Casualties
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

Antietam Staff Ride

PROJECT SCRIPT

antietam 3tzafl Ride

TRrsiin lkls

THE MESSASE HAMNTLERS TJSEC IN THIS SCRIPT:

shecklersicon, installiMyMenus, loadMapName, crenMapiwindow, calTulateliindiwie T,
se=Preferences. closeMyMenus, showhNarrative,

THE FUNCTICN HANDLERS USED IN THIS SCRIPT:

nIne
ML S USZD BY THIS SCRIPT:
ning
----- Startiup SCripts e ittt ettt

<n openpProject
ser sursor %o watch
h:de menuBar
check%ersicn
ser rhe loc of wd "About Antietam" to the screenloc
play "Yankee Song”
play "Yankee Song*
serPreferences
1cadMapName
installMyMenus
hide msg
visual dissclve slowly
3¢ next cd
- -openMapwindow

end cpenPrcject

on checkersion
set cursor to watch
get -wersiont)
put last word of it into verNum
if wverNum < 1.5 then
set the locc of wd “"Alerts*” to the screenloc
cpen inv wd "Alerts*®
30 ¢d *Alert 1*
cut "This project requires SuperCard version 1.5 or later."=—
intc bg fld "Message® of cd "Alert 1* cf this wd
show this wd
exit checkVersion
end if

hecklersisn

and

32




Appendix A. SuperCard Scripts for The Antietam
Staff Ride

i lcadilarilare
Fhem oy o
—eiad Mo, e

the map window.
the map card.

nane

th rhit

g
@®
SR CINS]

N - -~ 12
ints Proiecrtllame

ject
int o Mapliame

o cpeniMapviindow
3lzkal Prciectlare
3ickal Magliame
Giobal Sectiznllame
zizcal ScundIsOn
set cursor s watch
set the loc of wd MapName of Projectdame to -1000,-1000
show menuBar
cpen wd MapMName £ ProjectiName
set the scroll of wd Mapdtlame cf ProjectName to 223,124
caloulatewindcowRect
set the rect of wd MapName cf ProjectName to the result
close wd “"About Antietam* of ProjectName
set the loc of wd "Introduction” of ProjectName to the screenlLoc
cpen wd “Introduction* of ProjectName
end cpenMapwindow

cn zalculatewindowRect
set Tursor =C watch
get the screenRect
add 3 to item 1 of it
add 40 to item 2 of it
subtract 3 from item 3 of iz
subtract 3 from item 4 of it
put 1t into windowRect
rerurn windowRect

end calzulateWindowRect

----- Install Menus/Load Data Scripts: ~--------------------------

<on installMyMenus
Glcbal ProjectName
Glckal RunTimeMens
set Iursor to watch
cut empty into RunTimeMens
set lockMenus to true
-- ¥hat menus are currently installed? Save their names into a variak.e.
repeat with x = 1 to the number of current menus
put the long name of currantMenu(x) into line x of RunTimeMens
end repeat

-= MNcw KililL —he menus.
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

I2peat in punTimeMens
ram

end reres

-- llow cL Y o MEn':s

ger the nurkber 2f menus

TUT it - 2 incD numMenus

repest with x = 1 ©o numMenus
IO0S=|YT Tenu X

end repeat

insert menu "Hoiker's aAzcack” ints item 1 f menu "Play”

inser:t menu “Hcod's Counterattack® intod item 2 of menu "Play”
inserz menu “"Sedgwick's atrack® int: item 3 of menu "Play"
insert menu "French's azzack® incs item 4 of menu "Play”

insert menu “USA Leaders" ints item “JSA Leaders" of menu "View"
insert menu "CSA Leaders® ints izem "CSA Leaders® of menu "/iew®

O

nd installiMyMenus

N setPreferences
Global ProjectName
Global SoundIsOn
Glokbal ShowaArtillery
Glcbal BuildUnits
if the hilite of cd btn "On" of cd *Preferences” of wd *Preferences" is
~rue then
put “Yes" into SoundIsOn
set the checkMark of item "Sound On* of menu “Contrcl® of Prziec:tMame
True
else
put "No" into SoundIsCn
set the checkMark of item “Sound On" of menu "Control" of Projectliame
z> false
end it
1f zhe hilite of cd btn "Show" of cd "Preferences” of wd “Preferences® i3
~r.e then
put "Yes" 1into ShowArtillery
else
put “No" into ShowArtillery
end 1f
if the hilite of cd btn "Build" of cd "Preferences® of wd "Preferences" 1is
—r.e then
put "Yes" into BuildUnits
else
put "No" into BuildUnits
end if
end setPreferences

T
(0]

————— Shutdown Scripts: ----=-----==-------c-ooo-oomeoomooo———me-
zn closeProject

3iobal ProjeccName
Slccar ScundIson
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

3
(]
)
11}

3 4b

: N Af sy 2
E numperisamat o 0
I - oy s - - - B -y Y v~ T4 -
rne freesize of this prstect ints theSice
re3ize > 200 rhen
sar =k l-- ,\f oy HN " - v r -
ssn =h C of wd Icrns £o the screenlce
cuz *Cirracting the file“sret r.&?r:jec:ﬂame&" Lointo—
=g £13 M 1° £ wd "Norcest

essage" c: cd rNeorcs
S

Zirpact
slzs2 wd "lioctes”
end 1=
if =ne FEL:Ea -dc“s s trie :zhen
ons to false

n closeMyMenus
set cursor to watch
set the lockMenus to true
put enpcy into menulList
put empty into menusToKill
-- Firsec, -nd out which menus are mine.
repeat with x = 1 to the number of menus
gut return & the long name of menu x after menulist
end repeat
-- Now f£ind out which of my menus are installed.
repeat with x = 1 to the number of current menus
if currentMenu{x) 1is in menulList then
put return & currentMenu(x) after menusToKill
end if
end repeat
-- Now remove my installed menus.
repea= with x = 1 to the number of lines in menusToKill
i line x of menusToKill is not empty then
remove line x of menusToKill
. erd if
nd repeat
et the lockMenus to false
loseMyMenus

()mﬂ»

3

i

(]

cn showiNarrative
Glckal ProjectName
set <uirsor to watch
put the short name of the target into cardName
set the loc of wd "Narrative* of ProjectName to the screenlLoc
cpen =d cardName of wd *Narrative" of ProjectName
end showllarratiw
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(MENU #1: Apple) ITEM #1: About Antietam...

n itemSelect
Global Proiectliame
set the l:o¢ of windcw “abcut antie
spen windcw "abcut Anciertam* of pr
end izermSelect

tam" £33 rthe screenlcc
Jiscrliame

}

{MENU #1: Apple) ITEM #2: Help...

n o1zemSelect
answer "This cgtion nct availacle.®
end itcemSelect

MENU # 2: File

function projlName theName
-- parses the long name cof a project from any other long name
repeat with x = 1 to the number of words in theName
1€ word x of theName is "Project" then
put word ‘x + 1) £ the number of words in theName of theName int-
pro;Name
delete char 1 zf proiname
delete last char of projname
return proibdame
end if
end repeat
return empty
end prcjName

(MENU #2: File) ITEM #1: Editor Pallet

on itemSelect
editor pal
and itemSelect

(MENU #2: File) ITEM_#3: Print Map...

on itemSelect
answer “This option not available.®
-- Global MapName
- send "print card* to wd MapName
end itemSelect

(MENU #2: File) ITEM #4: Print Window...

in iremSelect
answer "This cptiocn not available.*
end itemSelect
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Appendix A. SuperCard Scripts for The Antietam

(MENU #2: File)

Staff Ride

ITEM #5: Print Selection...

L lTenmseLneCt

answer

“This Jpticn not avaliakle.

--Trace

w9

ALY

3izkal ShowClipkcarilren
xisTs

rapsar until not existsilast <d gro zf zd “Cligkecards zf
delera last grc 5f -d "Cligrecard* £ wd "CIlipkcarit

end regeat

sawve all

put 3MNAPicc/"Init") intc a

22 che Zolzrwerld) then put 18C0 into tune

= I Rale
L3 puT .

into tune
if nct hasMemory(tune * 1024
cgen inv wd "Alerrts®
ser 1z¢ of this wd to screenloc!)
g0 cd "Alert 2¢

'ﬂ) b

then

put "Requires 1S0CK of free memcry to run adequately in cclor,

[

e ke el
PO SR

tor klack and white.* into bg fld “"Message" of cd "Alert 2" of wd

ts”

show this wd
exit itemSelect
end if
L3CK screen
cut enmpty
get hasMemory (8000 * 1024)
put the number of grcs into saveNum
cut SnaPict("User*)
send "itemSelect" to item "Show Clipbocard" of menu "Editc"
setWindow wd “Clipboard*
1f the number of cd grcs <> saveNum then
beep
answer "Not enough memcry to capture image."
delete last cd grc of cd *Clipboard" of wd "Clipbcard*
end if N

end itemSelect

(MENU_ #2: File)

ITEM #7: Preferences...

:n itemSelect
5lopal ProjectName

set the loc of wd "Preferences" of ProjectName to the screenLoc

cpen wd "Preferences*® of ProjectName
end icemSelect

(MENU #2: File)

ITEM #9: Quit

on

itemSelect

-- Clocse all wds to quit.
Jizse all wds

arni LzerSelecr
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

ANTIETAM STAFF _RIDE MENU # 3: Edit

3n3wer “"This 2ption not avaiiakle.*

(MENU #3: Edit) ITEM #1: Undo

il lzemSelect
revert -- works inconiuctisn wizh the save cormands in
-- the other menu i7ams

BT itemSelect

(MENU #3: Edit) ITEM  #2: -ecoceccaceccn
on ltemSelect

end itemSelecr

{MENU #3: Edit) ITEM #3: Cut
on itemSelect
put the selectedField into sField
put the selectedChunk into sChunk
save
if sField is not empty
rhen if sChunk is not empty then select sChunk

—~ e
-t

end itemSelect

(MENU #3: Edﬂ[ ITEM #4: Copy

sn itemSelect
foke) )%

end izemSelect

(MENU #3: Edit) ITEM #5: Paste

on itemSelect
-- put the selectedField into sField
-- put the selectedChunk into sChunk
-- save
-- IF sField is NOT empty
-- THEN IF sChunk is NOT empty THEN select sChunk
--set tool of this wd to pointer
paste
--set tool of this wd to browse

end itemSelect
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Staff Ride

(MENU #3: Edit) ITEM #6: Clear

noiremSelect

3lskal Projectliame
put the ssiecteadChurk into sChunk
. rut the selecs=dfField inrs sField
save
-- Clear a wext s2lecticon
1f sField is oot s=mpty then
12 sChurnk is nct engty -hen
-- handle a flashing cursor in a wcrd
12 word 4 of sChunk > werd 2 7< sChunk then
selact schunk
put empty into the selestizn
else do "select afrer char"i& word 1 zf sChunk &&"of"&ix sField -- WIFx:z
AROIMND BUG INMN SC
end if
exit itemSelect
end if

-- text was not selected so save contents of clipboard £o scrap
cpen window “clipbcard scrap* of ProjectName
put empty 1nco ccntents
-~ clipboard contains text
if clipbocard() = "Text" then
put "Text" into ccntents
choose browse zcol
select text of fld "Text Scrap*
paste rtext
end if

-- clipbocard contains objects
if clipbcard() = "Objects* then
put *Object® into contents

chocse pointer tool
paste objects
end 1if

-- clipboard contains card
1f clipboard() = "CARD" then
put "CARD" into contents
paste card
end if
close window “"clipboard scrap® <f ProjectName

cut -- cut selected objects

-- restore contents of clipboard

spen window "clipboard scrap* of ProiectName

if zzntents is "Text" then
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Staff Ride

2 fie:id *Text Scrap*

1s "Ckiject* then
in-er tocl

-- selected 1s an undccumented ckiect property
-- trie = the :kject is selected
-- false = the oskjected is nct selected
repeat with 1=l ro the number of btns
set the selected of btn i to =rue -- selecrted is undcoumenred prigers
end repeat

(1

regeat with 1=l to the number of cd flds
set the selected of cd fld i to true
end repeat

repeat with i=1 to the number of cd grapghics
set the selected of ¢d graphic 1 to rrue
end repeat
cut objects
end 1if

Card" then

close window "clipboard scrap" of ProjectName
2nd itemSelect

(MENU #3: Edit) ITEM #7: Select All

on ltemSelect
1£ the selectedfField is not empty
then select text of the selectedField
end itemSelect

mENU #3: Edit) lTEM *e: SSsecncsssaasse

on itemSelect

end itemSelect

(MENU #3: Edit) ITEM #9: Show Clipboard

on izemSelect
answer “This option is not available.*
and lremSelect
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Staff Ride

(MENU  #4:  Play):  -sscesccccee-e

-~ =

ITL LTelice

/4

3.zkal Fr:
S.zbal Proa

[P S
ser the lsc of wd "Cornfisld® of project "Hoc:

cgen wd *Zornfield" of priiect "Hooker's Attack 2°

s2r the loc 22 wd "Coynfielde of ProjectPlaying to the screenl::

cren w3 "Cornfield» of PrsjectPlaying

cpen wd “Navigator* ¢f Projectliame

3=t rthe checkMark sf izem "Palerte" of menu "Control® <f Prijectlilame 7o Trus
b
4

(MENU #4: Play) ITEM #1: Hooker's Attack

on itemSelect
pass itemSelect
end icemSelect

(MENU_#4: Play) ITEM #1: Hood's Counterttack

on itemSelect
pass itemSelect
end icemsSelect

(MENU #4: Play) ITEM #1: Sedgwick’'s Attack

-n itemSelect
rass itemSelect
end itemSelect

(MENU #4: Play) ITEM #1: French’'s Attack

n itemSelect
rass itemSelect
end itemSelect

MENU #4: Pla ITEM #1: The Bloody Lane

on itemSelect
pass itemSelect
end itemSelect

(MENU #4: Play) ITEM #1: Piper Farm

n ilTemSelect
£ass i-emsSelect
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(MENU #4. Play) ITEM #1: Christ's Attack

SO ltemselect

- .~ - S Y -
L2333 LlT2mseLleCt
2N LTeloeleCt

(MENU #4: Play) ITEM #1: Burnside's Attack

n izemSelec:
£ass izemfe.ect
end i-emfel.scz

(MENU #4: Play) ITEM #1: A.P. Hill's Attack

on ltemSelect
pass itemSelect
end itemSelect

(MENU #5: Labels) ITEM #1: Hide All

on lcamSelect
Glckal Procjectlame
lzck screen
ser Zurscr o busy
ger the number of items in menu “Labels" of ProjectName
put it ints numGraphics
ser cursor =< busy
repeat with n = 2 to numGraphics
set Curscr to busy
if rhe checkMark of item n of menu *Labels" of ProjectName is true then
send "itemSelect* to item n of menu "Labels” of ProjectName
end if
end repeat
unlock screen
end itemSelect

(MENU _#5: Labels)  ITEM #2: -ecceeceeee

on icemsSelect
pass irtemSelect
end itemSelact

(MENU #5: Labels) ITEM #3: Towns

sn iremSelect
3l:bal Pr:sjectName

Sisbali Maplame
senwindew wd MapName of ProjectName
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v

- " H
2, (b 0o
()

)t
() ¥
KW
(ot
13

SUROENS Y jo NN Y

2y O

[ SR BN 17]
tn O

1)

he target is falise then

o i n
7O OO0
S
$ 3T VO BN TO BN TO Iy
(AN A TN A R
) (1 () ()

2.

>
1S

1]

1

~a o = -y - % - - -
! SKMarx I e target TI True

11}
o)
YW ow
[1/]

-
v
()]
'
it
(

hide grc "Shargskurge
’ hide grc "Mercersville"
hide grcz "Porzerstown”
hide grc "Smcketown®
ser the checkMark of zhe target o ZIalse
end if

unlock screen
end itemSelect

(MENU #5: Labels) ITEM #4: Roads

on itemSelect
Global Projectlame
Global MapName
setWindocw wd MapName of ProjectName
set Cursor to busy
lock screen
if the checkMark of the target is false then
show grc *Hagerstown Pike*
show grc *Smoketown Reoad®
show grc “Boonsboro Pike*
show grc "Shepherdstown Rcad®
show grc "Lower Bridge Road*
show grc *Sawmill Road*
--show grc "Harpers Ferry Road®
show grc *“Z-~3ing Road"
set the che-~Mark of the target to true
else
hide grc “Hagerstown Pike”
hide grc "Smoketown Road*
hide grc "Boonsboro Pike”
nide grc "Shepherdstown Road*
hide grc “Lower Bridge Road*
- hide grc "Sawmill Road"
--hide grc "Harpers Ferry Road*
hide grc "Landing Road*®
set the checkMark of the target to false
end if
unlock screen
end itemSelect
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(MENU #5: Labels) ITEM #5: Farms
n olTemSe.nsTt
3lckcal Prsjeszliame
5j.cbal Mapliame
serwindcw wd Mapltlame of Prcjectlame
ser Turscr T2 busy
Ixck screen

1Z the ctheckMark 2% zhe zargzet is fals2 chen
stuow grz "Avey*
show grz “Blackizrit
shzw grc “Cliprc®
show grs *Zsifman”
shzw grz "Cox!
shcw grc "R. Comer*
show grc "Ecker”
show grc "Hauser'
show grc "Heinz*®
show grc “"Hoffman®
show grz "Hotzel®
show grc "Kennedy"
show grc "Line*
show grc “"Magraw”

show grc "C. Michael®

show grc *Middlekauf*"

show grc *D.R. Miller*
show grc "J.F. Miller*
shcw gre *"M. Miller*

show gre "Morrison”

show grc "Mumma"

show grc "Neikirk"

show grc "Newcomer"

show grc *Newcomer "

show grc "Nicodemus*®

show grc "D. Otto*

shew gre *J. Otco”

show grc *H. Piper”

show grc *S.D. Piper”

shcw grec "A. Poffenberger”
show grc "John Poffenberger®
shew gre “Jos. Poffenberger”
show grc *S. Poffenberger*
show grc "Pry"

show grc “Reel*

shew grc "H. Rohrbach*®
show grc "N. Rohrbach*
show grc "Roulette”

show grc "Rowe*

shcw grc "Schneibele”

show grc *Sherrick”

show grc "D. Smith”

-4 - - - H
3how grs "3navely |
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ot/ S i
3eT Tne
el3e
nide 3r:
nide zrc
nide 3rc
) hilde grc
r nide grs
Aide gx:
hide 3r:z
nide gr:
hide 3xrc
hide gr:-
hide gx:
hide gr:
hide gxc
hide grc
hide 3z
hide gr:z

hide gr:z
hide grc
hide 3z
hide grc
hide qrc
hide grc
hide grc
hide gr:c

nide 3rc
hide grc
hide grc
hide
hide grsz
hide
hide
hide
hide
nid
hide

hide grc
hide grc
hide grc
hide gr=
hide gx<c
hide grc

Staff Ride

x
[}
th
cr
43
®
ot
o7}
g

[te}
(1%
Il
'y
<

"Hauzer”
vy

"He.nz

"Hoffman®

"Kenned, "
"Line

"Magraw"

"C. Mizhael*
“Middlekauf*
“C.R. Miller*
"J.F. Miller®
"M. Miller*
"Morriscn®

" Munmma "
"Neikirk"
"Newcomer
"Newcomer *
*“Micodemus®
"D, Otto*

"J. Ottor

"H. Piper*
"5.D. Piper*

"a. Poffenberger*
"Jchn Poffenberger*

Jos. Poffenberger*
*S. Poffenberger”
L] ny"

"Reel"

“H. Rohrbach*

*N. Rohrbach*
“Roulette"

*"Rowe*®
*Schneibele*
*Sherrick*

*D. Smith*
"Snavely"”
"Thomas”

set zhe checkMark of the target tao

erd if

unlock screen
end itemsaiect

false
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(MENU #5: Labels) ITEM #6: Bridges
o oLTemsSelEoT

S U | PR S
T Qo ?rv,—__-m.

S.:bal Magliame
zeznindsw w3 Mapllame I Projectliame

T SuUrscr T Zusy
-

oK STreen
ne checkMarx :sf the -arzer .s Za.se zhen

"The Tpper Bridge”

s
2
3
]

SOowW 4 -

show grz "The Middle Bridge"

show grs *The Lower Bridge®

set rthe cheTkMark oI the target ©o trie
e.se

hide 3rz "The "prer 2ridge”

hide grz "The Middie Br:idge*

hide gr- "The Lower Bridge*

set rne checkMark of the target to false
end if
unlock screen

end itemSelect

(MENU #5: Labels) ITEM #7: Churches
n izemSelect
Global ProjectName
Global MapName
secWindow wd MapMName of ProjectName
ser curscr t> busy
.2ck screen
i1f ~he checkMark of the target is false then
show grc *Dunkard Church*
show grc "Lucheran Church*
show grc "Ground Squirrel Church”
set the checkMark of the target to true
e.se
hide grz “Dunkard Church*
hide grc ~Lutheran Church"
hide grc *Ground Squirrel Church”
set rhe checkMark of the target to false
end if
unlock screen
end icemSelect

(MENU #5: Labels) ITEM #8: Industry
on 1temSelect
Glcbal ProjectName
Global MapName
serwNindow wd MapName of Projectllame
set cursor =o busy
ok screen
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1Z =he h= I "he target 13 false then
show 3r: jole Pt Idake
shiw 3r: il
show 3rs e Millv®
| show 3z oy MLl
f ser =he ckMarx cf —he targer Lo true
=.3e
nide grc tlew IndustTroyt

(MENU #5: Labels) ITEM #9: Woods

on itemSelect

cbal ProjectName

Lal MarMare

indow wd Magpllame of ProjectName
JUuUrsor t< busy

e p
c

17

o QW)
()]
oA (11 QO

Cck scre=en

£ the checkMark of the rarget is false then

show grz "The Mort-h Woods*"

shew grs "The East wWoods"

show grc "The West Woods*

set the checxkMark c¢f the target to true
slze

nide grc "The North Woods*®

nide grc "The East Woods*

hide grc "The West Woods*

set the checkMark of the target to false
end if
_nlock screen

5 Y
end icemSelect

(MENU #5: Labels) ITEM #10: Fords

" ltemrsSelect

3ickal ProjectName

Glokal MapName

setwWindow wd MapName of ProjectName

set curscr <o busy

lcck screen

1f the checkMark of the target 1is false then
show grc *“Snavely's Ford"

show grc "Myer's Ford*

ser the checkMark cf rhe target to true
l3e

1))
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ernd it
unlsck screen
r

nd itemSe.ec

- oA

[

(MENU #5: Labels) ITEM _#11:

false

n LtemSelect
pass itemSelect
end lcemSelect

(MENU_#5: Labels) ITEM #12: CSA

Infantry Units

In itemsSelect

Gicbal ProjectName

Gicbal MapName

setWindow wd MapMame of ProjectName

set curscr to busy

lock screen

if the
show
show
show
show
show
shew
show
show
show
show
show

“Jones Label"
"Grigsby Label™"
“Lawtcn Label*
"31GA Label®
“Trimble Label*
“Ripley Label*
“Taliaferro Label"
“Starke Label*
"Law Label*
"wofford Label®
"Hays Label*
show grc “Early Label*
show grc "Cav Label*
set the checkMark of the
else
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide

grc
grc
grc
gre
grce
grc
grc
grc
gre
gre
grc

target to

*Jones Label*®
“Grigsby Label*
“Lawton Label"
“31GA Label*
*Trimble Label*
*Ripley Label-"
*Taliaferro Label"
“Starke Label"
“Law Label"
"Wofford Label"
“Hays Label"

hide grc "Early Label"

hide grc "Cav Label"

set the checkMark of the target to
end 1f

gxc
grc
grc
grc
gre
gre
grec
gre
gre
grc
gzrc

checkMark of the target is false then

true

false
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v = e - = ke = - om o - ~- = . -
1f the zhecqMarxa o ltem "CSA Infantry" of menu "Units" -f Br-ce-='lzms -z
- -
ra.se thc“
ot~ -~ Fatey T - = =
send item32l=sct s item "CSA Infantry" of menu “Unizs" sf Pro-ectNare

‘m.LuCk sCreen
end itemSelect

(MENU #5: Labels) ITEM #13: CSA Artillery Units

zn itemSelect
Slckal ProsectName
Global Maptlame
setWindcw wd MapName cf Proiectlame
set curscr t2 busy
1ock screen
if the checkMark of the target is false then
show grc "Poague Label®
show grc "S5 D Lee Label®
show grc "Patterscn Label*
show grc "Johnson Label®
show grc “Brockenkrcugh Label®
show grc "Pelham Label®
show grc "Carpenter Label*
show grc “Weoeding Label*
show grc "Balthis Label*
show grc *"Raine Label*
show grc "Ross Label®
show grc "D'agquin Label®
set the checkMark of the target to true
else
hide grc "Poague Label"
hide grc *S D Lee Label"
hide grc "Patterson Label*
hide grc "Johnson Label®
hide grc "Brockenbrough Label®
hide grc "Pelham Label*
hide grc *Carpenter Label"
hide grc *Wooding Label*®
hide grc "Balthis Label®
hide grc *Raine Label*
hide grc "Ross Label*
hide grc "D'Aquin Label*
set the checkMark of the target to false
end 1f
if the checkMark of item "CSA Artillery* of menu *“Units* of ProjectName 1is
false then-
send itemSelect to item "CSA Artillery* of menu "Units" of PrcjectName
unlock screen
end itemSelect
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(MENU #5: Labels) ITEM  #14: -coececeen..
SN itemSelacs

rass itemSsliecct
end itemSelect

(MENU #5: Labels) ITEM #15: USA Infantry Units
n itemSe.ect

Glcbhbal ProjectName

s‘

lcbal MapMame

etwWindcw wd Maplame ¢f ProjectName
set cursor to busy
leck screen
if the checkMark of the target is false then

show grc “Hofmann Label"

show grc “Patrick Label”

show grc "Gibbon Label®

show grc "Phelps Label™”

show grc "Christian Label*

show grc "3PA Cav Label*

show grc "anderson Label*

show grc "Magilton Label®

show grc "Hartsuff Label®*

show grc “Duryea Label*

show grc "PA Res Label"

show grc "2PA Label”

show grz "13PA Label®

show grc "SPA Label”

show grc "Hooker Label"

set the checkMark of the target to true
else

hide grc *Hofmann Label®

hide grc "Patrick Label*

hide grc "Gibbon Label*

hide grc *Phelps Label*

hide grc “Christian Label"

hide grc "3PA Cav Label"

hide grc "anderson Label®

hide grc *Magilton Label®

hide grc “Hartsuff Label*"

hide grc *“Duryea Label*

hide grc *PA Res Label®

hide grc "2PA Label"

hide grc "13PA Label*

hide grc *SPA Label®

hide grc "Hocker Label”

set the checkMark of the target to false
end if
if the checkMark of item "USA Infantry" of menu "Units" of ProjectName 1is

fa’se then—
send iremSelect to item "USA Infantry" of menu "Units" 2f Projectllare
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N .
i Y -
AL CX 3Zreen

. S~ -
2nd lrtenmse st

(MENU #5: Labels) ITEM #16: USA Artillery Units

°n icemSeiect
5lopal Prziectllame
slokal Margllame
secwindow w3 MapMName of ProjectName
ser Curscr to busy
1ock screen
if the checikMark £ the target is false then
show grs "Camppell Label"
show grc "Edgell Label"
show grc "Monroe Label”
show grc "Reynolds Label*
show grc "Ransom Label"
show grc *"Thompson Label®
show grz “"Cooper Label®
show grc "Matthews Label*
show grc "Simpson Label*
set the checkMark of the target to true
else
hide grc “Campbell Label®
hide grc “"Edgell Label®
hide grc "Monroe Label*
kide grc "Reynolds Label"
hide grc “Ransom Label*
hide grc "Thompson Label*
hide grc "Cooper Label"
hide grc "Matthews Label"
hide grc "Simpson Label*
set the checkMark of the target to false
end it
if the checkMark of item “USA Artillery" of menu *Units* of ProjectName is
false then—
send itemSelect to item "USA Artillery* of menu "Units" of ProjectName
unlock screen
end itemSelect

(MENU_#6: Units) ITEM #1: Hide All

on itemSelect
Global ProjectName
lock screen
set cursor to busy
get the number of items in menu "“Units* of ProjectName
put it ints numGraphics
set curscr =5 busy
repeat with n = 2 to numGraphics
ser Tursor .o busy
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if the checkMark of izem nn ¢f menu "Jnits" of Projectllame 1S <rie -—hen
send “i-emSelect" to item n of menu "Units* of Prosectiame
end if
end repeat
if the checkMark of item "CSA Infantry* ¢f menu *"Units" 1s true <hen
set the checkMark of irem “CSA Infantry Units* of menu "Names" <f
Frojectllame to false
end it
1f the checkMark of em "CSA Artillery* of menu "Units" is trze then

set the checkMark
ProjectName to false
end if
if the checkMark of
ser the checkMark
PraojectName to false
end if
if the checkMark of
set the checkMark
ProjectName to false
end if
unlock screen
end itemSelect

(MENU #6: Units)

T
£ -~

K
rs
~
o N

irem *CSA artillery Units* of menu "Names"

item "USA Infantry" of menu "Units" is true then
of item *USA Infantry Units" of menu "Names* of

item "USA Artillery" of menu "Units* is true then
of ivem "USA Artillery Units* of menu “Names® cf

ITEM #2:

on itemSelect
rass itemSelect
end itemSelect

(MENU_#6: Units)

ITEM_ #3: CSA

infantry

on itemSelect
Global ProjectName
Global MapName

setWindow wd MapName of ProjectName

set cursor to busy

lock screen

if the checkMark of
show grc *Jones*
show grc *Grigsby*
show grc *Lawton*
show grc "31GA"
show grc¢ *"Trimble"
show grc "Ripley”
show grc "Law"
show grc “wofford"
show grc
show grc
show grc
show grc
show grc

"Starke”
"Hays"
"Early”

"~ 1
“av i

the target is false then

“Taliaferro"
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shcow 3r7 "Zzwv Lt

show Jrs *lav 3"

show grs "Zlas 4

show grc "lav 9"

show grc "Jcnes Label"
show grc "Grigsby Label®
show grc “Lawton Label®

show grc "31GA Lakel®
show grc "Trimble Lapel"
- shcew grs "Ripley Label”

shcw grc "Law Label”
show gre *wofford Label”
show grc "Taliaferro Label*
show grz *Starke Label®
show grc "Hays Label"
show grc “Early Label®
show grz “Cav Label*
set the checkMark of the target to true
1f the checkMark of item *"CSA Infantry Units* of menu “Labels* is false
then
set the checkMark of item "CSA Infantry Units* of menu "Labels" of
ProjectName to true
end if
else
hide grc "Jones”
hide grc "Grigsby"
hide grc "Lawton*
hide grc *31GA"
hide grc "Trimble"
hide grc *Ripley”
hide grc “Law"
~ide grc "Wofford"
nide grec "Taliaferro*
hide grc “"Starke*®
hide grc "Hays"®
hide grc "Early"
hide grc *Cav 1*
hide grc "Cav 2*
hide grc *Cav 3*
hide grc "Cav 4"
hide grc “Cav 5"
hide grc “"Jones Label*
hide grc "Grigsby Label*
hide grc "Lawton Label®
hide grz "31GA Label"
hide grc "Trimble Label”
hide grc "Ripley Label”
hide grc "Law Label"
hide grc “Wofford Label”
hide grc "Taliaferro Label”
hide grc "Starke Label”

53




Appendix A. SuperCard Scripts for The Antietam
Staff Ride

niie 3r: el

hide 3r: Larel

nide 3rs "lav Lakelt

ser the chesiMark of the tarjer Lo false

Lf the thezrMark I ltem "C3A Infantry Tnics* of menu "lLabels' 15 <ru

1 ~hn ] 1 ~ s —~ -~ Tom 4 - e - -
ser =he checkMark cf iltem *ISa Infantry Tnics" I menu “Latels”

?r:'-ﬁ':a.e =z Zalse

LNlsCk screen
erni i1temselect

(MENU #6: Units) ITEM #4: CSA Artillery

on ltemSelect
3lokal Pr:sjectMame
Gizkal MaplMame
setwWindow wd MapName St PrcjectName
set cursor £o bkusy
1ock screen
;f rhe checkMark of che rarget is false then
show grc "Pcague*
show grc "Brocckenbrough
show grc “Pattersont
show grc *S D Lee*®
show grc *Johnscn”
show grz “Pelham®
show grc *Carpenter"

show grc "Wooding®
show grc “Balthis®
show grc "Raine"
show grc "Ress”

show grc “D'Aquin®

show Jrs "27agie caiel’

show grc "Brockenbrough Label”

show grc “Patterson Label*

show grc "S D Lee Label*

shcw grc *Johnson Label*

show grc "Pelham Label*

show grc “Carpenter Label*

show grc "Wooding Label”

show grc "Balthis Label*

show grc "Raine Label"

show grc "Ross Label*

show grc "D'Aquin Label®

set the checkMark of the target Lo true

if rhe checkMark of item "CSA Artillery Units" of menu "Labels* of
ProtectName i1s false then

ser the checkMark of izem “CSA Artillery Units® of menu "Labels" of

Przsectlame to true
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z_38

nide 3r:
nide grc
hide gres

v nide gr-:
nide 3r:
nide 70

. nhide grc
nide grzo
nide gr:- “Baithis*
hide gr: "Raine"
nide gr: "Fosst
hide grz “Cragaint
hide gr:c "Pcague Lakel®
nide 3rz "BrIckencrough L e
hide grc “"Patrterscn Label*
hide grc "S D Lee Label*
hide grc "Jchnson Label®
hide gr: "Pelham Label*
hide grc “Carpenter Label®
hide grc "wcceding Label”
hide grc "Balthis Label®
hide grc "Faine Label"
nide grc "Rcoss Label®
hide grc *D'aguin Label®

set the checkMark cf the target to false
if th bnekoark of item “CSA Artillery Units* of menu "lLakelis" <t
Srz-ectName is true then
set the checkMark of item "CSA Artillery Units® of menu "Labels" =f
rotactName to Zalse
end if
ernd it
unlock screen
arnd icemSelect

\

'U

. (MENU _#6: Units)  ITEM #5: --oooeeeen.

n izemSeiect

pass itemSelect
erd icemsSelect
(MENU #6: Units) ITEM #6: USA Infantry
Zn itemSelect

3lskal ProjectlName

J;ubal MapName

setwWindow wd Maptlame of Projectliame

sec Cursor t£O kusy

i2ck screen

17 =he checxMark -f the target 1s false then
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[{ON(]
YOV Y Y
OO OO

o

LI

N
(SRS T NTONTE NI WTS TP RTe TV ITE RV WIS IV N TP R

show

(¥}

(SRR SEA SN A T A N & N B

) 0 () () ) Ay

A SN A SN SN RN L B N S A D

Oy ) a0 a0

LA

(r (1 0)

)

QQQ
[a3RATNA]

-
o

grec
gr:
e
rc
grc

gre

; gre

grc

Staff Ride

- 5

"Christian®
[ Reh) :a,,n

"andersen®

DRl S S N

“Duryea*
'Pa Fes"
Lag-h

T
-~
a ol ]

[ R U

Ioany
O

Hofmarn Label*
“Patrick Label*
*“Gikkbon Label*
"Phelps Label"
"Christian Label*
*IPA Cav Label*
"Ancderson Label*
"*Mag:iton Label®
"Hartsuff Label*
"Durysea Label*
"PA Fes Label"
"2PA Label*
“12P3 Label"
"SPA Label®*

set the checkMark of the target to true
1f the checkMark of item *'USA Infantry Units" of menu "Labels" of
ProjectName is false then _
set the checkMark of item "USA Infantry Units*
przjectName to true
end if

else
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide
hide

3Jrc
gre
grc
grc
grc
grc
grc
gre
grc
grc
gre
gre
grc
gre

grc

*Hcfmann*
*Patrick*
*Gibbon*
*Phelps”
*Christian"
*“3PA Cav*
*Anderson*
*Magilton"
"Harrsuff"
"Duryea*”

"PA Res"

"2pan

"13PA"

“spar

*Hcfmann Label”
"Patrick Label"
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iz "IlInn Lakzelt
nide " -3 _apelt
nide "lnrilsTlan Lacel"
alde “IPA Cav Label"

’
4
VR VR P PR

3r:
3z
de 3r:
oide 3ro tinderscn Lagelt
) nide Fr:z "Mazilton Lakel®
nide gro "Harosufl Lakel"
nide Jrc "Turyea Lakel”
- n.de 3r- "FA F2s Lacel"
~nids grz *12a Lakel”
nide zsr:
nide Jrc
32T The —ne -—arget t£o false
1f rhe 1cem "USA Infantry nits" of menu "Labels" <f
rrirecnllame -
ser rthe item "USA Infantry Units* cf menu "lLabels" =f
Projectilare -z false

(MENU #6: Units) ITEM #7: USA Artillery

on lzemsSelect
3lzkcal ProjectlMame
3lzktal Marptllame
secwindow wd Maptiame of ProjiectName
ser surscr T2 kbusy
CK screen
zhe checkMark cf the target is false then
show grc "Campbell”
show grz "Edgell*
show grz "Monrze"
show grz "Reymolds"
show 3rz "Ranscm”
show grc "Thompson®
shcw gre "Cooper*

[P
rn O

show grc *Matthews*

show grc "Simpson*

show grc "Campbell Label”
show grc "Edgell Label®

show 3Jrc "Monroe Label®

shew Jre "Reynclds Label®

show 3rc "Ransom Label”

show grz "Thompscon Label®

show grc “Cocrer Label"

show Jrc *Matthews Lapel-®

show Jre "Simpscn Label*

sar rhe checkMark :-f rthe target to trie
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mereMare I oitem "ISA fytillery 'mitst oI menu "Labelst of
Tri: & Trhen
<Mark oI item “"USA Artillery Units" c¢f menu "lLarels" :f

rrite

2

2.32

ride 3r: “lacrkell"

nide grs "Edgell”

nide Jr- "Mcnrce"

nide grz "Feyncldse

nide 3yrz “Ransom®

nide grz “Thoopson®

hide gr- “"Ixirer*

hide gr- “Mat-hews"

nide grc "Simgson”

hide 3rc "Camrell Label®

hide 3rc "Edgell Label"

hide gr: "Mcnrze Label®

hide grc

“Peyriolds Label”

hide grzs "RPansom Label"
hide grz “Thonpson Label”
hide grc "locper Label®
hide 73rc "Matthews Label*
hide grc “Simgscn Lapel®

set the checkMark of the target to false
1¢ =he checkMark of item *USA Artillery Units* of menu "Labels" of
Prz-ectlame 15 trie then
set the checkMark cof item *USA Artillery Units* of menu "Labels*® s3I
pr-iectllame to> false

end if
ernd 1f
inLCCK 3Creen
2r.d itemSeiscr

(MENU #7: View) ITEM #1: CSA Casualties

in itemSelect
cpen wd "CSA Casualties® of project *Antietam Glossary*
and izemSelect

(MENU #7: View) ITEM #2: USA Casualties

on lLtemSelect
sgen wd "7USA Casualties* of project "Antietam Glossary*®
end itemSeiect

‘MENU '7: ViQW) 'TEM #3: ssosccsescves
n oitemsSelect
£3133 l-2amSelect

zri l-ersel=c-
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(MENU #7: View) ITEM #4: CSA Leaders

e

S LTSS Ll

-

(MENU #7: View) ITEM #5: USA Leaders

ITolTersSeless
.
- 333 lTamSelect

o
s ~—
e PR
2N lTemMse lSCT

(MENU #7: View) ITEM #6: -coecmcocaes

noLmemselacs

end itemSelect

(MENU #7: View) ITEM #7: CSA Order of Battle

n itemsSelect
cpen wd "CSA Zrder cf 2attle" of project "Antietam Glossary"
end itemSelec:

(MENU #7: View) ITEM #8: USA Order of Battle

n ltemSelect
ceen wd "USA Crder zf Battle" of project "Antietam Glassary"
erd itemSelect

(MENU #8: Maps) ITEM #1: Harper's Ferry - Sep 15

on iltemSelect

3lokbal PrcjectName

cpen wd “Inrrcduction® of ProjectName
end icemSeliect

(MENU #8: Maps) ITEM #2: Harper's Ferry - Sep 16

n 1temSelect

Glchal ProjectName

open wd "Harper's Ferry Sep 16" of ProjectName
end itemSelect

(MENU #8: Maps) ITEM #3: Harper's Ferry - Sep 17

on 1temSeiect
Fiobal Pr:jectllame
iren w3 "Harper's Ferry Sep 17" ¢f ProjectName

3 ~a
anld ltemse.ecT
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(MENU_ #8: Maps) ITEM #4: Sharpsburg - Sep 17

I lIerseLsTT

N A= o RO AT
cellas rric-stiale
w

2pen wd “Shargscury Sep 17" o2 Prisectlame

ernd ltemlelec-

(MENU #8: Maps) ITEM #5: Cornfield -

I lCefoelelt

- " e

- e pme e

3ickal Pro-ecttlizme
-
<

pen wny o wd "Jirnfislde -f Prosect “Hocrer's Atzack 1t
32 74 "ltrnfi=2li Map® 22 inv wd *Clornfleldt of Prsiect 'Hecxer's antatH L
zncw wd "Cornfisldr of Prosect “Hcooker's Attack 1t

2ni lcemielecr

(MENU #9: Graphics) ITEM #1: Map Legend
on itemsSelect
Glibal Pr:ije

1£ the checkMark of the target is false then
st wd "Map Legend® of ProjectName to the screenloc
>pen wd “Map Legend" of ProjectName
set the checkMark of the target to true
else
clcse wd *Map Legend" of ProjectName
ser the checkMark of the target to false
end if
~nlcck screen
ernd itemSelecx

(MENU #9: Graphics) ITEM #2: Photo Markers
noLtemSelect

iobal Prciectliame

icbal MapName

erwindow wd MapName of Projectllame

G W

ck screen
the checkMark of the target is false then
hcw cd btn "Photo Marker 1*
shocw ¢3 ben "Industrial Revolution*
set the checkMark of the target to true

nide c¢d btn "Photo Marker 1*
hide <4 btn "Industrial Revolution*
ser the checkMark of the target to false
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(MENU #9: Graphics) ITEM #3: Narrative Balloons

InoLtemSe =T
3.ckal Prazerstliame
set sSIy T busy
LIck raen
1Z the cthetkMarx -f che -arzer is false then
3 shiwllarrativeballoons te this od
3 yrz *In 2 3 "Tavigatcrt L owd "lNavigatoirt of Pric=rtllarms
set —hne ctheckMark I rthe target Co true
e.lse
send hidellarrativeBallocons %o this ¢
hide Jr- "2 2f 23 "¥Mavigaztort of wd "Navigator® <f Profecrliame
set S rx -t the target to false
end 3
onil
end it

"MENU =.0: C:onitrzl: ITEM =1: Palette
In ltemdSelect
Glokal Prcosecsrtllame
Slckal Mapllame
set Turscr T2 watch
setwindcw wd MapMame -f ProjectName
1Z the checkMark of the target 1is false then

open wd "lavigator® of project ProjectName
t che checkMarx of the target to true

1 ke

1]
[ 3

- (D

L ur () W
4]
o
1
Y
1)

O
0]
1)

wd "Mavigazor" of project ProjectName
checkMark of the target to false

an. 3 F
and 1 f
end i1temSelect

(MENU #10: Control) ITEM #2: ccececaceccucces

n itemSe.ect
rass i-emSelect
end iltermdelect

(MENU #10: Control) ITEM #3: Rewind

N ltemsSelect
send "3z =0 first card" to topwindowt)
nd i1temdelect

(MENU #10: Control) ITEM #4: Back Step

InoltemSelect
send "3 =2 prew Cfard' oo topwindowi)
end 1nerislecx
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(MENU #10: Control) ITEM #5: Stop

T oLtemSelect
N Ta) A -
£ass iterzelisse
=nd 1ltemSelect

(MENU #10: Control) ITEM #6: Step

-
2 nex:t card" co topwindow( )
<

(MENU #10: Control) ITEM #7: Play

I oltemSelect
£ass itemSelect
end itemSelect

{(MENU #10: Control) ITEM  #8: -cecccecmcccecas

on itemselect
rass izemSelect
end itemSelact

(MENU #10: Control) ITEM #9: Sound On

In itemSelect

3.okal SoundIsCn
ser curssr to watch
1f the checkMark c¢f the target is false then

put "Yes" intc SoundIsOn

set the checkMark of the target to true
Lse

puz “No" into SoundIsOn

set the checkMark of the target to false

end if
=nd 1itemSelect

<

(MENU #11: Hooker's Attack) ITEM #1: Situation...

onolcemsSelect
~pen wd "Situation" of project "Hooker's Attack 1*
end itemSelect

(MENU #11: Hooker's Attack) ITEM #2: 5:45 to 6:00 AM

on izemSelect

Slzkal Pro-ectPlaying
gt "Hoower's Attack 1t into ProjectPlaying
LICK SsTr=en
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~3 *Tornfileld”
~i" of Project

* of ProjectMame

of item "Palertre" cof menu "Control" cf Projectliame =2 —rus

~F
e

"
Pla

(MENU #11: Hooker's Attack) ITEM #3: 6:00 to 6:45 AM

i LremSel

puc "H oker ack 2" into ProjectPlaying
L7k screen
set the lcc of wd *Cornfield" of ProjectPlaying to the screenloc
cpen wd “"Cornfield" of ProjectPlaying
cpen wd “"Navigator" of ProjectName
set cursor to watch
set the checkMark of item *Palette* of menu "Control" cof Prcjectliame 7o truie
unlsck screen
end itemSelect

(MENU #11: Hooker's Attack) ITEM #4: 6:45 to 7:00 AM

Zn itemSelect
rass itcemSelect
end itemSelect

(MENU #11: Hooker's Attack) ITEM #5: 7:00 to 7:15 AM

on lremSelect
£ass iremSelect
end itemSelect

(MENU #12: Hood’s Counterattack) ITEM #1: Situation...

noitemSelect
---pen wd "Situation® of project "Hood's Counterattack"
end itemSelect

(MENU #12: Hood’s Counterattack) ITEM #2: 7:15 to 7:45 AM

--Zn ltemSelect

-- Global Projecrlame

-- 3lokal ProjectPlaying

-- put "Hood's Counterattack” into ProjectPlaying

-- 13CkK screen

.- ser the loc of wd "Cornfield" of ProjectPlaying to the screenloc
.- gen wd "Iomfieldr of ProjectPlayirng
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--  zpen wd "llavigat I Prosectlame

-- set the cthecxMark >f item “"Palerte* of menu "Ccntrel® of Projectlame oo
Trie

-- unlock screen

--end icemSelect

(MENU #12: Hood's Counterattack) ITEM #3: 7:45 to 8:15 AM

--on itemSelect

-- 3lokal Proiectliame

-- Glcbhal PrzjectPlaying

-- set cursor rto watch

-- put "Hood's Ccunterattack" into ProjectPlayin

-~ lock screen

-- set the loc of wd "Cornfield" =f ProjectPlaying to the screenlcc
-- open wd "Ccrnfield" of ProjectPlaying

-- open wd "Mavigator" of ProjectName

-- set curssr £o warch

-~ set the chneckMark cf irem "Palette" of menu "Control" of PrsjectName to
trie

-- wunlock screen

--end itemSelect

(MENU #12: Hood’'s Counterattack) ITEM #4: 8:15 to 8:30 AM

on itemSelect
pass itemSelect
end itemSelect

(MENU #12: Hood's Counterattack) ITEM #5: 8:30 to 9:00 AM

on ltemSelect
pass itemSelect
end itemSelect

(WD _#1, BG #1, CDO #1)

zn showtlarrativeBallocons
set cursor to watch
iock screen
show grc *Samual Mumma“
unlock screen

end showNarrativeBalloons

or. hideNarrativeBalloons
set cursor Lo watch
lock screen
hide grc "Samual Mumma”
unlcck screen

=nd hideMarrativeBalloons
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(WD #1, BG #1, CD #1) BUTTON #1: Introduction

Inomcouselp
3lchkal Projectliave
Gilokal Mapliame
_2ck screen
set the loc of wd "Intrcduction® of ProjectName to the screenLoc
cren wd "Intrzduction* ¢of ProjectName
hide wd “Abcusz Antietam” of ProjectName
wnicck screen

2nd mcuzelp

(WD #1, BG #1, CD #1) BUTTON #2: Instructions

n mouselp
answer "lior avilable in this version.*
end mouselp

(WD #1, BG #1, CD #1) BUTTON #3: Battle Map

2n mouselUp

Global ProjeczMame

3lobkal Mapitiame

set curscr to watch

132k screen

--set the loc of wd MapName of ProjectName to -1000,-1000
oW menubar
en ins w~d MapMName c¢f ProjectName
r the scroll of wd MapName of ProjectName to 328,134
lculacteWindowFect
-
o)

o

the rect of wd Maplame of ProjectName to the result

P U oGy o)y

2nd mcuselp

(WD _#2, BG #1) BUTTON #1: Hooker

In mCuselp

=nd mouselp

(WD #2, BG #1, CD #1) BUTTON #1: Photo Marker 1

on mousel’p
spen wd "Phztos" of project "Color pPhotos*
end mouselp
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(WD #2, BG #1, CD #1) BUTTON #2: Industrial Revolution

cn mouselp
launch “Industrial Revolution* with "Simple Player®
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #25: Hartsuft

on meuselp
cpen cd “"Hartsuff* 2f »d "USA Units*
end mouselp

(WD _#2, BG #1, CD #1) GRAPHIC #26: Duryea

on mouselp
spen <¢d "Duryea" ¢f wd "USA Units*
end mouselp

(WD #2 BG #1, CD #1) GRAPHIC #85: Anderson

cn mouseUp
open cd "Anderscon" of wd "USA Units*
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #86: Magilton

on mouselp
open cd *Magilton" of wd "USA Units*
end mcuseUp

(WD #2, BG #1, CD #1) GRAPHIC #89: 2PA

cn mouseUp
open cd "2PA" of wd "USA Units"
end mousellp

(WO #2, BG #1, CD #1) GRAPHIC #90: 13PA

an mouselp
spen cd "13PA* of wd "USA Units*
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #91: S5PA

on mouselp
cpen cd *5PA* of wd "USA Units"
end mouseUp
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(WD #2, BG #1, CD #1) GRAPHIC #101: Anderson Label

1,

n meuserp
cpen o4 "Arnderz:in® of wd "USa Units"
end mouselUp

(WD #2, BG #1, CD #1) GRAPHIC #104: 2PA Label

In mousel’p
cpen c-d "2PAa" <of wd "UUSA Unics”
end mcuselp

(WD #2, BG #1, CD #1) GRAPHIC #118: 13PA Label

n mousel’p
cpen -d "13PAa* <f wd "USA Units®
end mouselp

(WD _#2, BG #1, CD #1) GRAPHIC #119: S5PA Label

on mouselp
cpen cd "SPA* of wd "USA Units*
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #199: Samual Mumma

on mouselp
showllarrativs
end mouselp

(WD #3, BG #1) BUTTON #1: Done

zn mouselUp

close rhis wd

cpen wd "Harper's Ferry" of project "Antietam Campaign Maps®
end mousetlp

(WD #3, BG #1) BUTTON #2: Back

n meouselp
wisual dissclve
3o prev cd

end mouselp

(WD #3, BG #1, CO #1) BUTTON #1: Back

o mouselp
3lobal Proijec:llame
lock screen
zlcse this wd
show wd "Akbcour Antieram” 2f ProjectlName
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(WD _#4, BG #1, CD #1) BUTTON #1: On

n mouselp

Glzbal Projectllame

set3cund 134, 10%S, shert 1d of me

hide grc "Sound Ciff* of cd "Navigator" of wd “"Navigator" ¢f Projectliame
end mouselp

(WD #4, BG #1, CD #1) BUTTON #2: Oft

on mcuselp

5lokal Projectliame

setSound 104, 105, short id of me

show grc "Sound Off" of cd "Navigator" of wd "Navigator" of ProjectName
end mouseUp

(WD #4, BG #1, CD #1) BUTTON #3: Buiid

on mouseUp
setPreference 107, 108, short id of me
end mouselUp

(WD #4, BG #1, CD #1) BUTTON #4: Dont’t Build

on meuselp
setPreference 107, 108, short id of me
end mouselUp

(WD #4, BG #1, CD #1) BUTTON #5: OK

-n mouselp
Global SoundiIsOn
Global ShowArtillery
if the hilite of ¢cd btn *"On* is true then
put "Yes" into SoundIsOn
else
put "No" into SoundIsOn
end 1if
if the hilite of cd btn "Show" is true then
put "Yes" into ShowArtillery
else
put "No" into> ShowArtillery
ernd if
close this wd
end mcuselp
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(WD #4,_BG #1, CD #1) BUTTON #6: Cancel

n mcuselp
clcse this wé

end mouselp

(WD #4, BG #1, CD #1) BUTTON #7: Show

o mouselp
serArtillery 107, 132, short 1d of me
end mcouselp

(WD #4, BG #1, CD #1) BUTTON #8: Don't Show

n mousel’p
setArtillery 107, 122, short id of me
end mouselp

(WD #5. BG #1) BUTTON #1: OK

on mouselp
clcse this wd
end mouseUp

(WD =7, BG =1, CD =1) FIELD =#10: Battle Time
2 mousebnter

show help balloon at rect of me with cd fld "Battle Time Help®
end mouseEnter

(WD #7, BG #1, CD #1) BUTTON #1: Grabbler

on meuselp
-- This first loop does nothing but hold the script until the
-- mouse is down.
rapeat until cthe mouse 1is down
put S into a
end repeat
-- This sends the grabber message to the topwindow()
repeat until the mouse is up
send "grabber" to topwindow()
end repeat
end mcuseUp

on mouseEnter

show help balloon at rect of me with cd fld "Grabbler*
end mouseEnter
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(WD #7, BG #1, CD #1) BUTTON #2: Rewind

In mouseEnter
show help callzon at rect cof me with cd £14 "Rewind"
end mcuseEnter

on meuselp

serd "go ts first card' oo copwindow!)
end mousels

(WD #7, BG #1, CD #1) BUTTON #3: Back Step

N mouseEnter
show help ballzcn at rect of me with cd £14 "Back Step*
end mouseEnter

on mouselp

send "go to prev card" to topwindow()
end mouselp

(WD #7, BG #1, CD #1) BUTTON #4: Stop

on mouseEnter
show help ballcon at rect of me with cd £14 *Stop*
end mouseEnter

cn mouselp

answer "ot available in this version.*
end mouseUp

(WD #7. BG #1, CD #1) BUTTON #5: Step

on mouseEnter
show help bailoon at rect of me with cd fld “Step*
end mouseEnter

on mouseUp

Global ViewMethod

put "Step" into YiewMethod

send "go to next card" to topwindow()
end mcuselp

(WD #7, BG #1, CD #1) BUTTON #6: Play

SN mouseEnter
show help kallzon at rect of me with cd f1d "Play*
end mcuseEnter

on mouseUp

Jiobal ProjectMame
Slzkal Pr-iectPlaying

70




P_-_-____P

Appendix A. SuperCard Scripts for The Antietam
Staff Ride

Slzeal CrewMerhod

gut *ConTinuiast into UiewMethod

ser curscr =TI wat:In

sen the hilize 2L me =2 tru

setwindow wd “Cornfield® of ProjectPlaying

1f ProjestPlaying 13 "Hooker's Atrtack 1* then
go -d *Cornfield 2%:45:20"
32 -3 "Cornfield £S:45:40"
30 2d "Czrntield C3:45:00"
g0 cd "Cornfisld 25:445:20"
gs cd "Cornfield 0%:15:40"
gc =d "Corntield 25:46:40.5"
32 cd "Zornfield 0%:47:0C°
gc cd “Cornfield 25:47:20°
3o 23 "Cornfield C%:47:40"
go cd "Cornfield 03:438:00"
go cd "Cornfield 0%5:48:20¢
go cd "Cornfield 0%:148:40"
go cd "Cornfield C5:42:00"
go cd "Corntield 05:42:20"
go cd "Corntfield 05:49:40"
go cd "Corntield 05:50:00"
go cd "Cornfield 05:%0:20"
go cd "Cornfield 05:50:40"
go cd "Cornfield 05:51:00"
go cd "Corrifield 05:51:20*
go cd "Cornfield 05:51:40
go =d "Cuff;&éld 05:52:00"
go cd "Cornfield 05:52:20"
qgo cd "Ccrnfield 05:52:40*
go cd "Cornfield 05:53:00"
go cd *Cornfield 05:53:20"
go cd "Corntield 05:53:40"
gc =d "Cornfield 05:54:00"
go cd "Cornfield 05:54:20"
go =4 "Corni==1d 05:54:40"
go ¢d "Cornfield 05:55:00"
30 cd *Cornfield 05:55:20"
go cd "Cornfield 05:55:40"
g0 =4 "Cornfield 05:56:00"
3¢ ¢d "Cornfield 05:56:20"
go ¢d "Cornfield 05:56:40"
g0 zd "Cornfield $5:57:00"
go =d "Cornfield 05:57:20"
go <d "Cornfield 05:57:40"
go cd "Ccrnfield 05:58:00"
go cd "Cornfield 0S:58:20"
g0 cd "Cornfield 05:38:40"
35 24 "Cornfield 05:32:00"
30 =34 "Cornfield 05:52:20"
3> td "ZTornfield 08:585:40¢
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end .2

1£ Przsectflaying 1S “"Hooker's aAttack 2" chen
go ¢cd *Corniield 25:00:00"
g0 cd "Cornfzeld 05:01:00"
g% o3 *Torntield 05:02:000
go =34 “Cornfield 04:02:00"
32 23 "Zornfield 05:24:20¢
3o 3 "CTornfisld 05:08:20"
g2 =3 “Zornfield 04:0-5:00"
30 =3 "Cornfield Ce:27:00"
30 23 “Cornfield 04:22:00"
go> =3 "Zornfield 04:79:00"
3c 23 "lornfiald 05:15:00"
39 =4 *Cornfield 0%:11:00"
¢ =3 "Czrnfield 05:12:0C"

zd "Crrnfield 06:12

¢
(@]
(]

cd "Cornfield 05:
cd "Zornfield 05:
cd "Cornfield 06:
cd "Corntield 06:
cd "Cornfield 06:
=d "Cornfield 05:
cd “Cornfield 06:

N
el
M <) O N
o¥oRoNoNa)
SO0 O0O O
= = = = =

18
C

QU QQQW
OO0 000000

[
[ Yel
oo
oo
z =

30 c3d "Corntield (05:21:00"
o <d *Cornfield 06:22:00"

zd "Corniield 05:2

WQ
O
to
(99 ]
(]
(@)

30 cd "Cornfield 06:24:00"
5 cd "Cornfield 06:25:00"
o cd “Ccrnfield 06:26:00"

32 cd "Cornfield 06:27:00"

go cd "Cornfield 06:28:00"

3o =3 "Cornfield 06:23:00"

.00
;00"

19}

(]

-3 "Cornfield 06:
cd "Cornfield 06:
gc cd "Cornfield 06:32:00"
go cd "Cornfield 06:33:00"
gc zd "Ccrnfield 06:34:00"
gc ¢4 “Cornfield 06:35:00"
go =4 *Cornfield 0€:36:00"
35 =4 "Cornfield 06:37:00"
32 -4 "Cornfield 06:38:00"
go -4 "Cornfield 06:39:00"
go <3 "Cornfield 06:40:00"
go =3 *Zornfield 06:41:00"
go cd "Zcornfield 06:42:00°
go =4 “Zzrnfield 06:43:00"
35 =4 "Cornfield 06:44:00"
go =4 "Cornfield 06:45:00°

w
(e

¢

'8
O
W
[\ g

(98]
(Y]

end if
-~ 3 RO - -~ s - - 1=
32T Thne L.l Te Zf me T2 raise
arnd mouselc
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(WD #7, BG #1, CD #1) BUTTON #7: Done

et u::’p"‘.':er
- - - o~ = e rn -~ R
show help kaliz:in ar rect of me with ¢d £14d "Done"
end meuseInter
n mouselp
3lzpal ProcastPlaying
clxse This wad
close wd "Zrorniielid" Zf prosecr "Hocker's rack 1"
s.2se wi *Srep tarratiet of ProjectPlayin

ernd mouselp

(WD #7, BG #1, CD #1) BUTTON #8: Sound

n mouseEntsr
show help ballzcon at rect of me with cd f£ld *Sound*
end mouseEnter

mcuser)
Glokal Prcojectliame
Slokal 3oundiIsCn

on

1€ SoundIsCn 1is "Yes" then
put “Met* int> 3ScundIsOn
set the hilite Ot cd btn "On" of cd "Preferences"
Prcjectlame to £alse
set the hilite of cd btn "Off* of c&d "Preferences”
Pr-sectliane :: trus
show 3rc Scund Off
else
put "res" int: SocundIsOn
set the hilire of cd btn “On* of cd "Preferences*
Fro-ectName tc t“rue
set the hilite of cd btn "Qff" of cd "Preferences"
->jectName 7o false
hide zr:z "3scund Off"
end i

-

end mouselp

(WD #7, BG #1, CD #1) BUTTON #9: Balloon Help

of wd "Preferences" <%
cf wd "Preferences" of
of wd "Preferences" ct

of wd "Preferences" of

n mcuseEnter
show helip balloon at rect of me with
end mouseEnter

on mouselp

% the nelpBa.lzcns 1s fal then
set =he helpBalloons to crue
el3e
ser tihe felpBallzens t©o falsse
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(WD #7, BG #1, CD #1) BUTTON #10: Narrative Balloons

oS guuse_n:e'
Show he-p La...-i at rect ¢

end mouseEnrer

me with cd £1d4d "llarratiwve Ballcon

rt

d-ﬁba‘ Pr e

~rtr
crte
~> v e
~L“ba' rrv;cc:r
"\C\.-

if the checkMar
FrzjeccNam: is fal
set “he checkMa
prz-ecrllame ¢ ba
sena showtleorativeBallzzns ©o =3 Zurrentlard of wd “Cornfield" of
PrzijectPlaying
show grc "On”
else
set the checkMark of item "Narratrive Ballocns" of menu "Graphics®
ProjectName to false
send hideNarrativeBallocns to cd Currentlard of wd “"Cornfieldr c<f
PrcjectPlaying
hide grc "On-
end if
end mouseUp

tem "larrative Ballsens® of menu “Graphics' cf
n

th

izem “larrative Ballocns" ¢f menu "Gragphics®

O

O
rH

(WD #7, BG #1, CD #1) GRAPHIC #11: Battle Time

>N mousekEnter
show help ballcon at rect of me with cd £ld "Battle Time Help”
nd mouseEnter

\‘b

(WD #8, BG #1, CD #1) BUTTON #1: Done

on mouselp
send itemSelect to item "Map Legend" of menu "Graphics®
end mouselp

(WD _#10, BG #1, CD #1) GRAPHIC #2: ID 111

cn mouseDown
show -4 fld "Campbell Info*
end mouselDown

-n mouselp

hide cd fld "Camprbell Info"
2nd mcuselp
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(WD _#10, BG #2, CD #2) GRAPHIC #1: ID 112

..... 2 -~
~Til=ma WD
- - et
PR R &
- s | - -
. LS G Al ea LS T
P
=3 AT

(WD #10, BG #2, CD #3) GRAPHIC #1: 3d Bde info

- AT Al
EEN 5o A S
ot o3oZ.2 JLozae JNIT
-~ “ - - TN,
=0 Zisen T
IO ERINCT -8 &
. R RRNEN o~
lie T3 L3 23 BCe Lnriz

(WD _#10, BG #2, CD #3) GRAPHIC #2: Hartsuft Info

N e 2 & — .-
mart Pt pap

- -

1)

jV)
ry
+

(L
1
\Y)
ts
[
97}
IS

rt
[ B4
L]
3
tt
(@]

Tlea il .ok

(WD #10, BG #2, CD #4) GRAPHIC #1: 3d Bde lIntfo

TOTHTISELTWTL
e “d £ % wWi4d DAa Teeaw
Teao JA e Date Llilow
-~ e e
—l.a BRI ST
_ e =2 e
TiLAEe
SR L3 €73 133 mda TeE-
i ‘:i - 21 bA3e LOLT
[P J I AT e
2 PG~

(WD #10, BG #2, CD #4) GRAPHIC_ #2: Anderson Into

~ P i
T UGSl CWT

[T R | - Emn
~tm e = L = T &
302w T3 L TAnZersin ncc

B T

STV T IEATWT

. e

noIAES L
B R ety T

DU S SORNC SN 0=
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(WD #10, BG #2, CD #5) GRAPHIC #1: 3PA Cav

I mouseloan
ShC'N' ~e3 ;‘j "

=nd mcuselcwn

21 Iav Infor

Y n - = LR ek - -0
e D § drm L aQ ko
ar S e,y e al e
O TToUuse

(WD #11, BG #1) BUTTON #1: Done

n mousetp
-lose zhis wd
and mouselr

Hooker’'s Attack 1
PROJECT SCRIPT

-- Versizn 1.Cbls

in start’p
lock screen
set the locc of wd 1 of this project to -1000,-1000
unlock screen
gs project "Antietam Staff Ride"
end startUp

cn zlcseProject
3lcbal Projecrtliame
set cursor to watch
et numkberformat to "0
it the freesize of this project into theSize
iZ theSize > 270 then
set the 1loc 2f wd "Notes" of ProjectName to the screenlLoc
put *Compacting the file"&return&ProjectName&"..." into—
bg £13 "Message" cf cd "Note 1" of wd "Notes" of ProjectName
spen wd “"Notes" of ProjectName
Compact
ziose wd "Nctes" of ProjectName
end if
end closeProject

-n shcwllarrative
Slobal ProjectPiaying
ser ourscr T owatzh

put the shcors rame -f the target into cardName
ger rthe loc of wd "ltarranive* 2f PrcjectPlaying t©o the screenLoc
cpen —d cardllame -f wd “llarrative® £ ProjectPlaying

2ni showliarrazie
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

WINDOW #1: Cornfield

i spenwindow

3l:tbal Pro-ertliame
n.de menuBar
1Z Prooectlame 15 “Antietam Staff Ridet then
ingert menu "Jintrol* - Procecrtilare
=nd 12
=ni cperviindow
in tlesewindow
3ltbal Praisactliame
show MenuBax
1£ Prz-ecrllame is “Ancieram 3zaff Riie" <hen
remce menu “lintrslt £ Projectliame

(WD #1) BACKGROUND #1: Cornfield

cn showharratiweBaliloons
nswer "There are no narrative ballocns on this map.*
2nd shcwllarraciveBalloons

>n hideMarrari-eBallocns

answer "There are no narrative balloons on this map."
end hidelMarrativeBalloons

(WD #1, BG #1, CD #1) FIELD #1: Major Von Borcke

- mouseDown
hide me
2nd meouselown

(WD_#1, BG #1, CD #1) GRAPHIC #39: Sergeant Moore

n meouselp
showtlarrative
end mcuselp

(WD #1, BG #1, CD #1) GRAPHIC #40: Major Von Borcke

In meuselp
showllarraciv
2nd mousel'n

(WD #1, BG #1, CD #1) GRAPHIC #41: Private Worsham

in meuselp

showliarracive
=rd moussl
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(WD #1, BG #1, CD #1) GRAPHIC #42: Major General Hooker

n mouseUp
owliarrasive

3h
~ TousS T
e TC asSelp

(WD_#2, BG #1) BUTTON #1: Back

I omCuseEle

Zickal Shcowartillery
12 Shewartillery is "Y“" rhen
get the num £ this od
cus 1t - 1 1nts pr *"La
1f prevZard s then
clzse this wd
exit mousellp
end it
ger the short name of card prevCard

put last wcrd 2f it into cardType
put first wecrd of it inro commanderName
put prevCard - 1 into cardBeforePrev
1£ c:mmandermame is "Jones'" then

put prevCard - 4 into cardBeforePrev
end if
1f ccrmancderdame is "Hood's" then

put prevCard - 2 into cardBeforePrev
end if
1 —commanderName is “Stuart‘s® then

clzse this wd

exit mouselp
end if
i£ LardT'ye is "Artillery" then

isual scroll right fast
g: zd cardBeforePrev

else
visual scroll right fast
az prev od
end if
else
risual scroll right fast
Jo grev <
end 1

end mcuselp

(WD #2, BG #1) BUTTON #2: Next

on mousel’p
5lobal ShowArtillery
1 ZhowArtiliery 1is "Mo" then
the num £ this ¢d
- nextZard
~ne shirs rname <f Tard nextlard

{h

1t e
1
+

v PR akal

DU & W19

“
=
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

cut ints cardlyre
out into commanderName
Tut int3 cardafrerdext
1 commancerliame 1s "Jcnes'' then
cur nextCard + 4 into cardatrerNext
. end 1f
1f sormmanderliare 15 “Hood'st then
pur nextlard - L Ints cardalseriiexs
end 1L
: :f commanderilame 13 “Stuart's* then

gc last cd
exit mcuselp
end if

£ zardTzTe is "Artillery* then
wlsual 3Trcslill st fast
go <-d cardalcertex:

else
visual scr
go next <d
end 1f
eise
visual scr
go next cd
end 1t
end mcuseUp

21l left fast

(WD #2 BG #1, CD #38) BUTTON #1: 1D 108

on meuselp
Glckal Projectllame
Glsbal PrcjectPlayirg
close this wd
rut "Hocker's Attack 1" into PrzjectPlaying
lzck screen
set the lcc of wd "Cornfield" of ProjectPlaying to the screenlLoc
cren wd "Cornfield" of ProjectPlaying
spen wd "Navigator" of ProjectName

. set the checkMark of item "Palette" of menu "Control" cf ProjectName t£o tru

unlzck screen

2nd mouseUp

1]

(WD #3, BG #1, CD #3) BUTTON #1: Common Time

on mouselp
lock screen
put the short name of me into cardilame
set the loc 2f wd "Glossary" of project *Antietam Glossary" to the screenlec
sren -d cardllame £ wd “"SGicssary" <of project "Antietam Silossary”
unicck screen

erd mcusellp
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(WD #3, BG #1, CD #3) BUTTON #2: Columns of Divisions

In mcuselp

“
--Ck STl

“Anrtietam Glossary” ¢
Ject “Antietam Glossar

(WD #3, BG #1, CD #4) BUTTON #1: Limber

tn mouselp

Lok screen

£t —he sheret name of me ints cardilame

ser the 12c :f wd "Glossary® I project "antietam Glossary® to the screenl-ocs
cren -d cardllame of wd “Glossary” °f project "Antietam Glossary

anlock screen

o

end mouselp

(WD #3, BG #1, CD #9) BUTTON #1: Skirmishers

on mouselp

lock screen

ut the short name of me into cardName

et the loc of wd "Glossary* of project *Antietam Glossary" to the screenlcc
ren <4 zardName of wd "Glossary® <f project "Antietam Glossary™

Tow T

(WD #4, BG #1) BUTTON #1: Done

n mousellp
s.ose this wd
end mcuselp
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Appendix C. Situation Brief for Hooker’s Attack:
Screen Shot 1

Antietam Staff Ride

ated objective
cﬂcﬁ- ‘miie south
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Appendix C. Situation Brief for Hooker’s Attack:
Screen Shot 2

Antietam taff Ride

B

Doubleday) was to advance on the
ilfer ferm towards the West Woods.
| | Ricketts) was to advance on the
left—through the cornfield and East Woods.
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Appendix C. Situation Brief for Hooker’s Attack:
Screen Shot 3

ﬂtitm Staff Ride

The Third Bivision (Meade) was to back up the other
} two divisions from his pasition in the center. (Hooker
{ kept a large reserve because af his concern about his
right flank.) | R
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Appendix C. Situation Brief for Hooker’s Attack:
Screen Shot 4

Antietam Staff Ride

Hooker's First Corps consisted of 3 Bluvisions:

First Division: Brig. Gen. Abner Doubleday
Second Division: Brig. 6en. James Ricketts

Third Division: Brig. 6en George G. Meade

~
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Appendix C. Situation Brief for Hooker’s Attack:
Screen Shot 5

Antietam Staff Ride
’ S S
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Appendix C. Situation Brief for Hooker’s Attack:
Screen Shot 6

Antietam Staff Ride
leynolds S
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Appendix D. Animated Sequence of Hooker’s Attack
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Appendix D. Animated Sequence of Hooker’s Attack:
2nd Overlay (Time 5:45:40)
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Appendix D. Animated Sequence of Hooker’s Attack:
3rd Overlay (Time 5:46:00)
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Appendix D. Animated Sequence of Hooker’s Attack:
4th Overlay (Time 5:46:20)

 Smoketown Road P
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Appendix D. Animated Sequence of Hooker’s Attack
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Appendix D. Animated Sequence of Hooker’s Attack
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Appendix D. Animated Sequence of Hooker’s Attack:
7th Overlay (Time 5:47:20)
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Appendix D. Animated Sequence of Hooker’s Attack:
8th Overlay (Time 5:47:40)
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Appendix D. Animated Sequence of Hooker’s Attack
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Appendix D. Animated Sequence of Hooker’s Attack:
10th Overlay (Time 5:48:20)
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Appendix E. Order of Battle Example:
Army of Northern Virginia

To open this window, choose CSA Order of Battle from the View menu.
Each of the shadowed boxes on the card are buttons and, when clicked on.
go to a card showing that unit’s order of battle diagram. If you click on the
shadowed box representing Jackson's Corps, the card on the next page will
appear in the window. When finished viewing order of battle data, close

. the window by clicking in the box at the top left corner of the window's
title bar.
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Appendix E. Order of Battle Example:
Jackson’s Corps

If you click on the shadowed box representing Ewell’s Division, the card
on the next page will appear in the window. If you click on the shadowed
box representing Jackson’s Corps, the card on the preceding page will
appear in the window. When finished viewing order of battle data, close

the window by clicking in the box at the top left corner of the window’s
title bar.
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Appendix E. Order of Battle Example:
Ewell’s Division

If you click on the shadowed box representing Trimble's Brigade, the
card on the next page will appear in the window. If you click on the
shadowed box representing Ewell’s Division, the card on the preceding page
will appear in the window. When finished viewing order of battle data,

close the window by clicking in the box at the top left corner of the
window’s title bar.
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Appendix E. Order of Battle Example:
Trimble’s Brigade

This is the lowest level for which order of battle is provided. If you click
on the shadowed box representing Trimble’s Brigade, the card on the
preceding page will appear in the window. When finished viewing order of

battle data, close the window by clicking in the box at the top left corner of
the window’s title bar. '

of Battle
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Appendix F. Map Legend
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Appendix G. Disk Install Set
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Notes*

I Aldus SuperCard®, Version 1.6, Computer Software (San Diego, CA: Silicon
Beach Software, Inc., 1991). Disk.

¢ Kawasaki. Guy, Selling the Dream: How to Promote Your Product,
Company, or Ideas—and Make a Difference—Using Everyday Evangelism
(New York: HarperCollinsPublishers, 1991), 111.

3 Himes, Andrew and Craig Ragland, Inside SuperCard: The Complete Guide
for Macintosh® Developers and Advanced Users (Redmond, WA: Microsoft
Press, 1990), 4.

+ Gookin, Dan, The Complete SuperCard™ Handbook (Rannor, PA: Compute
Books, 1989), vii.

5 Burns, Tom, and Gary Poppitz, SuperTalk™, The SuperCard™ Language
Guide, Version 1.5 (San Diego, CA: Silicon Beach Software, Inc., 1989-90), 3.

6 Kawasaki, 323.

7 Cope, E. B. and H. W. Mattern, Atlas of the Battlefield of Antietamn (Chief of
Engineers, U.S. Army, 1904).

8 The West Point Civil War Atlas, (New York, 1958), 35-38.

9 Appleton, Bill, Ben Calica, Kevin Larue, and John Petit, SuperCard™
Version 1.0 User Manual (San Diego, CA: Silicon Beach Software, Inc.,
1989), 1-3,1-4.

10 Appleton, Bill, and Gary Poppitz, SuperCard™ Version 1.5 User Manual
Addendum (San Diego, CA: Silicon Beach Software, Inc., 1990), 4-6, 4-7.

11 Priest, John M. Antietam: The Soldier’s Battle, (Shippensburg, PA: White
Maine Publishing Company, Inc., 1989), vii.

12 Kawasaki, 153.

*This set of notes only acknowledges sources and ideas used in this paper. Another set
of notes is in The Antietam Staff Ride application. It can be accessed by selecting the
submenu command Notes from the View menu.
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